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n xw von Fist Tournament 3, Heihachi failed to apprehend Ogre. Determined not to fail, Heihachi had his researchers 
n x: x sssue, hoof fragments, and blood samples for genetic experiments. Unfortunately, Heihachi's goal of creating a 
[2 = a Sy Solicing Ogre's genome with his own was unsuccessful. 

Pe) መፓ after extensive experimentation, that the Devil Gene was needed to successfully splice Ogre's genetic code 
n es Organism. Unfortunately, Heihachi's own genome lacked the Devil Gene. However, there vas someone who had 
Re gem Ir 222፦-3. 

9 5 St ad mortally wounded by Heihachi after defeating Ogre in The King of Iron Fist Tournament 3. As his life slipped 
2) 9) Sees ormed into a devil and mysteriously vanished. 

Sas 8 Quest to find Jin became futile, Heihachi did discover a 20-year-old photograph that stirred his curiosity. The 
Inu c an image of a burnt corpse riddled with laceration wounds and deformed, protruding, wing-like limbs. 

Wes Convinced it was a picture of his son, Kazuya, whom he hurled into the volcano 20 years ago. With all of his‏ هه 
e veced into finding the body, the search ultimately led to a biotech firm called G Corporation, a company known for‏ 
nuu seed developments in the area of biogenetics research. G Corporation found Kazuya's body and began conducting‏ 
E genetic data to examine the true nature of the devil that existed within him. Heihachi also found out that Kazuya's‏ 00لا 
mx cesesrch data were stored at G Corporation's Nebraska and Nepal research facilities, respectively.‏ 

Soest to Heihachi, Kazuya was resurrected by G Corporation and had an agenda of his own. 

I! 2x9on was to fuse his two selves into one so that he could truly utilize the power of the Devil 
ax sex vengeance against Heihachi and the Mishima Zaibatsu. 

zz Chüstmas night, Heihachi decided to send his Tekken Force to infiltrate the research labs 
"xx € secovering both the research data and Kazuya's remains. The assault on the Nepal lab 
"xw whereas the infiltration of the Nebraska facility did not go according to plan. From 
axes Heihachi noticed on the tactical status monitor screen that his troops met some sort 
me መ the figure responsible for this emerged from the shadows, Heihachi was shocked 
mx ws wat Et was his own son, Kazuya. 

WS î ruining his plans of unification, Kazuya disappeared into the facility's ruins 
== Sls Ws anger out on Heihachi's pitiful soldiers. 

0 xxzuya back in the picture, Dr. Abel, Heihachi's lead scientific advisor, compelled him 
nx ce a way to capture Kazuya immediately. With a malicious smile, Heihachi devised a 
mum مه‎ accomplish this. 

ከ በመመ have now passed since The King of Iron Fist Tournament 3. The Mishima Zaibatsu 
E os = The King of Iron Fist Tournament 4, with the grand prize being the sole 
mue s the Mishima Zaibatsu. Kazuya enters the tournament knowing that it's merely a 

| | = ow Fem out of hiding. To Kazuya, the prize means less than his pursuit of revenge 
aa mes father, Heihachi. 
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E e vT fron Fist Tournament has returned. The fourth installment of 
xs sensational 3-D fighter is back and better than ever. With the 
au s€ walls, an enhanced sidestepping ability, and uneven fighting 
ee, Teen 4 promises to take your fighting to a whole new level. In 
ame So enhanced fighting tactics, Tekken 4 introduces four new 
ርክ Corstie Monteiro, the young student of former combatant 
S00) Gordo: Craig Marduk, a larger-than-life, no-holds-barred brawler; 
I1 Soe. = British professional prize fighter on the run from the mafia; 
zu cw. a robot trained to mimic the fighting styles of other 
Ier competitors. The King of Iron Fist Tournament 4 has also 
جح‎ 1$ grevious competitors to return to the competition, including 
S200" “Svortes, Hwoarang, Jin Kazama, and the once thought to be 
S220 S22uys Mishima. The question now is which of the 19 playable 
Cresc 0139 default and 9 that can be unlocked) will you choose to 
tse wow to the top. 

0112 چوهۍ‎ character you choose as your own, Tekken 4: 
fnt Os Strategy Guide has all the information needed to 
تاد کہ حم‎ to full potential. included here are game- 
we scegses, complete Move Lists, and custom combos to 
awe x e extra edge over your competitors. And if you're in 
me mood or something different, try the various other game 
moces Sach Ss Story Battle, Survival, or Tekken Force. It's all in 
hes] So Wet are you waiting for? The transformation from 
BIT TT TG rookie to Tekken master is about to begin. 
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There is a lot of information in this guide to help make you a Tekken champion. This section shows 
you how to find and use that information. 


2 3 መመ 
The profile contains basic information about your 
character. All his or her costume options are 
shown here as well. Press the corresponding 


hutton to fight wearing that costume. 





















J 1 ፍረ Teor 
This section describes specific strategy for each 
character. Here, you find how fo use your 
character fo match his or her fighting style. We 
also point out useful moves and tactics and 
when to use them. 
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Having trouble beating a certain character? Look 
no further. These are some handy tips to 
remember when fighting against that character. 









Buick sno 
Powerful moves 


Many Boves fra 
Crouch GE 


loads of danagi 
ciose combos 7 


fan be Predictable 
E No reversal 
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Every character has strengths and weaknesses. By 
knowing you and your enemy's strengths and 
weaknesses, you can fight accordingly and better 
demolish him or her. 


GRD SOS سه‎ 
This section shows off some of your character's 
more useful or flashy moves. I? includes throws 
and combos. Remember, these are only some of 
the moves. Check the Move List section for a 
complete list. 
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Left Punch 

Right Punch 

Left Kick 

Right Kick 

Tap forward (toward opponent) 

Hold forward 

Tap back (away from opponent) 

Hold back 

Tap up 

Hold up 

Tap down 

Hold down 

Tap up and back 

Hold up and hack 

Tap up and forward 

Hold up and forward 

Tap down and back 

Hold down and back 

Tap down and forward 

Hold down and forward 

Neutral (nothing pressed on the directional button) 
"Quickly followed by" (*>~<%& means press -*» immediately after 4») 
= Button press is linked with move above with one less indent. 
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Damage Base damage delivered by move; varies with factors such as Counter Hit and Clean Hit 
Juggle Move pops opponent in air or makes possible a guaranteed follow-up attack 

Levels Indicates where the move will land 

h Attack will hit high (crouch to avoid or < to block) 

m Attack will hit at mid level (< to block) 

M Attack will hit at mid level and grounded opponents (¢ to block) 

| Attack will hit low (72 to block) 

L Attack will hit low and grounded opponents (2 to block) 

Sm Special mid hits mid but can be blocked low 

Stagger Move causes enemy to stumble, losing mobility for a brief moment 

! Unblockable 

‘ In 10 Hit Combos, the guard point represents the interval where you have an opportunity to block the attack. 


None, Not Applicable‏ ما 


zr ii E 
These are the bulk of the moves. This section 
shows the move name, command, damage, hit 
level, and any notes regarding the specific moves. 
All the directional commands are assuming you 
are facing right. Reverse them when facing left. 
Check out the legend above to see what the 
symbols mean. 
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Some moves have special properties you should 
be aware of. If there's something special about a 
move, this is where you'll learn about it. 








a ፌሪ ሠ. 


The "Throws" section includes a Position column 
and an Escape column. The Position column 
indicates where to execute the throw—from the 
front, left or right side, or from-behind. The 
Escape column lists the buttons to press to break 
the throw. 


ጋ ፦ 7” ፎሮጋ ጠገፎ ርጋ.ቄሮ 
These are called 10 Hit Combos, even though not 
all of them connect for 10 hits. The Guard Point 
is where the combo can be blocked, even if the 
previous hit connected. Use the Demo feature in 
Practice Mode to get the timing of these 10 Hit 


Combos down. Note: not all characters have 
10 Hit Combos. 


ہمت تت ری رحا 

Also called Custom Combos, these are basically juggle moves and 
other useful move combinations. Most list a couple of juggle starters 
and some moves that can follow. This is not a complete list of Custom 
Combos; if is meant as a starting point for you. When you have your 
opponent in the air or staggered, explore on your own what moves to 
follow for your own Custom Combos. The possibilities are almost 
endless. Demo the Sample Combos listed under the Command List in 
Practice Mode for more Custom Comho ideas. 
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TOURNAMENT BASICS 


So you're new to the Tekken series and want to be a Tekken master. You must learn a few things first. The following | 


ming a tournament champion. 
kken, skim through this section. Tekken 4 has new elements, like the inclusion of walls 


pages give you the basics to beco 
Even if you are familiar with Te 


and Position Changes. Brushing up on basic principles only enhances your butt-kicking abilities. 
Understanding the basics of Tekken gives you the advantage over the average player who just studies the Move List. 
And against skilled players, you need every tool possible. So read on to learn all the basic fighting techniques that apply 


ال( ےج نز( ال اسو 


to all characters. 


There are a total of 19 playable characters available to you in Tekken 4. Ten of 


these characters are available at the beginning of the game. The remaining CD Character Released | | 


Jin 7 
Violet | 
Nina | 
Lei 

Bryan 

Julia 

Kuma/Panda 

Heihachi 

Combot 


© o9 = ም U A U N mqm 


Character Character Released تح‎ 


characters are unlocked as you play through the Story Battle Mode and Arcade 
Mode. The characters will be released in a specific order as you continue to play 


through the game over and over. 


There are exceptions to the way in which characters are released. By 
completing the game in Story Battle Mode characters may cause a character to نا پور سرن سر ری‎ 3ጩ 
be released out of the Release Order. If the character to be released by 
completing Story Battle Mode has already been revealed, then the next 


character to be released will be the next to appear from the Release Order chart. — - | 
Hwoarang Jin EI 
Yoshimitsu Bryan E 
Tekken 4 has made a few changes since the last time The King of Iron Fist Xiaoyu Kuma/Panda |] 
Tournament took place. The addition of walls, including wall damage, Position Violet Combot E 
Changes, and an enhanced sidestep are all new features to look forward to. Nina Lei | | 
E i 


The following sections break down these new additions to Tekken 4. 
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ከ ኢን ኬሌ ሙክ 

In Tekken 4, you are no longer free to roam around in an infinite 
amount of space. No sir, it's time to get up close and personal. 

Walls now surround the 12 new stages that appear 

throughout the game. This means you need to be aware of your 
surroundings at all times. Getting pinned against a wall or in a 
corner can change the outcome of a match in a heartbeat. Why? 
Because of wall damage, which is sustained by being hit into a 





wall. As if that wasn't enough, getting hit into a wall causes iy. zs EL ወ S mee messe e SE 
your character to become momentarily stunned, allowing your E E € መ ne چو سمح انه‎ ire the 
opponent to trash you back and forth between his fist and the opponent. wall during this time to create a 


wall until you land helplessly on the ground. 

Knowing your surroundings and where you are on a stage is 
extremely important. If you find yourself getting dangerously close to an unwanted portion of the stage, start 
sidestepping away from the danger, or execute a Position Change (*») to turn the tables on your enemy. Transversely, you 
can push your opponent into a corner to perform a hard-hitting combo of your own. Capitalize on any opportunity to 
catch an enemy against a wall. Whoever controls the walls controls the match. 


killer combo. 


=ርን ٠٠٠ ہہ‎ cHBercms 
The Position Change is another new addition to Tekken 4. This throw-like act allows you to manhandle your enemies and 
push them in the direction of your choice. This is most helpful in situations where you are trapped against a wall or corner 
where you cannot sidestep away. By pressing *», you switch positions with your enemy, putting his or her back into the 
wall where you once stood. You can now launch your own attack. 
| You can also use the Position Change to push an opponent toward a wall by pressing a direction with 4». Use the 
- following table to reference the Position Change commands. These commands are also listed under the Throws section of 
- the Move List for each character. | 


UDI TION CHANGES 









%ፍ Flips position with enemy 
dä Pushes enemy back 
لا دوہ‎ Pushes enemy right 
«tT Pushes enemy left ነ ee a یھ‎ 
سے س س سے ا‎ ጮፎ2 ፎ= | — ሙን ጅ- Use the Position Change (<>) to Push your opponent back 
۸ حالاا‎ 1 KOI IGS: cy imd è "په‎ 3 epe 
Tekken 4 has also made some changes to the way a match is switch positions with your against a wall to utilize the wall 


_ fought. Once upon a time, the majority of the fight took place in Opponent when you're trapped in in a hard-hitting combo. 
- a straight line, with the exception of an occasional evasive a comer or up against a wall. 
_ sidestep. Those days are gone with the enhanced sidestepping 
| afforded by Tekken 4. Now a player can freely walk in a full 
circle of movement, taking the fight to a whole new dimension. 
EI This new ability creates a counter opportunity in your 
_ enemy's dead angle (an unblockable angle). Watch for a player 
٠ to start an attack, then sidestep out of the way and continue to 
hold t or + to walk around the attack. This gives you a counter 
opportunity, as well as making it easier to defend. This new 
_ system of movement also makes for a more realistic fight. Keep 
- . moving at all times to make it harder for your opponent to 
launch an attack without getting countered or evaded. ce cam 
Use sidestepping to steer an Sidestepping allows you to circle 


Slowly advance forward or backward. You can also crouch advance by pressing ¥. Advancing is too slow to have any real 
evasive benefits. Advance to bide your time while keeping a distance, or to gauge your range with an opponent. 


E enemy toward a wall or to get around an attack and counter in 
| Sound simple? How your character moves around the arena can yourself away from one. your opponent's dead angle. 

t. mean the difference between winning and losing. e" 

(| EAEÓS v -TYC-IT1C2 COE3 —FEEZ- T E3EZs-T-I[3G ات‎ OR 


ee e ኢ ጮመ ዛመመ1[] 1 ር=2 || ] نے نے‎ as = = — |) al a C oe 
_ Stepping In or Out is a little more useful than advancing and can be the simplest way to avoid an attack. The distance that 
_ you Step Out isn't far, so use it only to avoid attacks that are barely in range. Stepping Out is a great way to close the 
_ distance for an attack. Step In toward opponents, then Step Out away to lure them into attacking. Take advantage of the 
t vulnerable window after they miss. 
ጅ 53 tn SS mm mS: 

dud uu. If you're really far from an opponent, your best bet is to run at him or her. You have the 

following attack possibilities from a run. 
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OURMAMENT Basics 


Only if opponent is 
lying on ground 


Only if opponent is 
standing or crouching; 
must start running from 
far away 

Only if opponent is 
standing or crouching; 
must start running from 
three running steps 
away, Can be followed 
with left and right 
punches. 


See the Exceptions table 


L 
! 
m 
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Level 
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FIDE 7 TEES: 

پا فا 
The sidestep is one of the most important‏ 
movements in Tekken 4. Sidestep to avoid‏ 
attacks or launch an attack of your own. Most‏ 
of the characters have special moves that‏ 
require the sidestep.‏ 

Many Tekken rookies have trouble with 
the sidestep. The trick is to just fap up or 
down. Do it quickly or you will merely walk 
upward or downward. Mastering this move 
separates the beginners from the 
Tekken elite. 
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Action 

Trample Attack 
Unblockable Tackle 
Running Tackle 
Running Cross Arm 
Leaping Side Kick 
Sliding Dash 


Action 


Snake Slash 
Lunging Brush Fire 
Regular Left Kick 
Regular Left Kick 
Regular Left Kick 
Regular Left Kick 
Stagger Kick 
Regular Left Kick 
Running Side Kick 
Jumping Kick 
Bicycle Kick 
Blonde Bomb 


Running Jump Kick to Leaping Heel Hold 


Regular Left Kick 
Stun Gun 
Ducking In 
Ducking In 
Regular Left Kick 
Regular Left Kick 
Regular Left Kick 
Fubuki 


Running Tackle 


ፈር 





Leaping Side Kick 
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Command 
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Running Cross Arm 
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Corm .-rn»L-.L. -Julrmree: c E |‏ لم ا ری تاج 
The difference between Jump and Small Jump is height. The Small Jump is much quicker and shorter than the Jump. To‏ 
Small Jump, tap 7 quickly. Use Small Jump to avoid low attacks. To Jump, hold a. The Jump is much higher than the Small‏ 

. Jump and is best used to launch attacks. Hit & right before you land a Jump and you will hit your opponent low. Unlike 

_ past Tekken tournaments, you can only Jump toward an opponent, so use your Jump and Small Jump carefully. 

| الات اكت رح سرح‎ ae E 
_ Not every character can perform the Crouch Dash. This move is very useful because you duck low as you quickly 
move toward your opponent, which protects you from getting hit by high attacks. The characters who can perform 
the Crouch Dash have one or more moves they can follow it with—all with different hit levels. It's a very useful tool 


for confusing your opponent. 


Sar]‏ لسن الال لس لر ول دوعت رت 


Bryan 

Heihachi 

Hwoarang 

Jin 

Kazuya 

King 

Nina 

Paul (Paul's Crouch Dash is >=) 





orm fs ESL 


Crouch Dash 


_ Blocking is second nature to every great Tekken player. It keeps you alive. Though your character automatically 
. blocks if you don't press anything, this isn't recommended. Active blocking, using € or e, puts your character in the 
. blocking stance more quickly. This is the only way to block certain quick-hitting combos. 


Even the most skilled players get knocked down. The difference is that they know how and when to get up. 
Knowing how to get up can mean the match. The following table shows the possible ways to get up and some tips 


| | on when to do it. 


الم f‏ لم سيدا 


ترز SS = T‏ ہے اا AND bebe Fei ES un‏ لنات یم 
Command Action When to Use‏ 

ቀ Stands up When you're out of range of opponents but want to be ready if they charge 

ው 0፻ ‹» Rolls to the side When enemy is charging and may put a stomp on you; can be followed by any other getting-up technique 
op Low sweep When opponent is close and is expecting a mid attack as you get up; also useful when opponent is on ground 
d Mid kick Against close-range, crouching opponent 

© o> Rolls away or foward opponent Roll away to avoid a rushing enemy, roll toward enemy to follow with << or $° 

bop or > Rising Ankle Kick A low poke that interrupts an oncoming attacker 

ፍጭ Spring Kick A mid-level attack that avoids a low attack; also good to use to close the distance between you and your opponent 
Se ore Rising Cross Chop A forward or backward roll with a mid-level lunging double punch 


| COTXE-ITI 
- Also called a Quick Roll, this is performed just as your character is about to hit the ground. If this is done correctly, 


. your character springs back up as soon as he or she hits the ground. This can also be done as you hit a wall to 
minimize the wall stumble, preventing you from falling to the ground. Here's how you do it (remember, enter the 


| command just as you hit the ground or wall): 


Command Action 

e» or c» Rolls into the background and jumps up 
dor ce Rolls into the foreground and jumps up 

> Leaps back up 

& Rolls away from opponent 

Against a ዘፀ] ፍ or ث‎ Spins into the background after collision 


Against a wall oo or $ Spins into the foreground after collision 
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se) of characters in Tekken have attack reversals, but all have some form of parrying ability. A reversal is 
wehet the name implies. During your enemy's attack, grab his or her arm or leg and turn it around—dealing 
፳2 your opponent. A chicken is basically a reversed reversal. Perform a chicken when your attack is being 
2nd you can damage your opponent. A low parry is the nonviolent form of a reversal. In a low parry, you 

ay your opponent's attacking arm or leg, leaving him or her vulnerable for a split second. 


— ፎም! ሎስ ሥራ ل٠"‎ 
=i allow you to turn the tables on an attacking enemy. Perform the reversal = es Witt 
‘re about to be hit by a high or mid attack only. For low attacks, use a low == #1; 


Use reversals sparingly, especially against skilled players. After they learn that چٹ رہد 37 ×ط‎ 
© fond of reversals, they'll chicken you every time. In addition, not all attacks King 
“sible, and not all characters can reverse the same moves. This makes it Marduk 
to predict your success when using a reversal. The following characters have Paul 
sic Check each character's Move List to see the exact command for their Nina | 
S Heihachi | 


L—4— r1: C EI‏ ےو 

the reversal, chicken is available to every character, and it works on every reversal. It's called a “chicken” 

gxuse a growling voice says "chicken" each time it's performed. Also, unlike a reversal, the chicken command you 
| < of %) depends on which arm or leg you are attacking with. If you attack with a left limb, use >% to 

Ef your opponent's reversal. If you attack with a right limb, use ©% instead. 

— JXsming is crucial here. You have to anticipate your opponent's reversal or it'll be too late. Input the chicken E 

and just as your limb connects with your opponent. Against players who abuse the reversal, it's wise to buffer 

chicken every time you attack. For instance, every time you attack using $, hold it down until it connects. This 

if you see a reversal coming, you can quickly (while still holding $) press © and ¢. Check out the Buffering 

5n for more details. Chicken your opponents a few times, and they won't be so eager to perform a reversal in 


future. 
—uJ F2 | aa 

parries are useful for low-attack situations when blocking won't suffice. If your opponent has a lengthy low 
& or punch combo that you find yourself stuck in, low 
| . The beauty of low parrying is that every character can 
ait by simply pressing x. If you know your enemy is going 
attack with a low kick or punch, quickly press x just 

sre it connects. If successful, you'll knock your attacker's 
mb aside, leaving him or her vulnerable for a split second. 

Some characters have parries that work on mid and 

Sh attacks. Check the individual character's section for 
more details. 





low Parry 


juggling has always been an important aspect of the Tekken 
series, and that hasn't changed with Tekken 4. A juggle 
refers to the moments after an attack when your opponent : 
is helpless to defend or retaliate. Usually, this means when your opponent is in the air, but it can also mean after 
any attack that leaves your opponent at your mercy for a short time. 
Juggles are free hits on your enemy. At higher skill levels, the juggle is one of the top sources of damage, in 

addition to helping to take control of a match. Look for the "Juggle" designation in each character's Move List to 
see which moves are juggle starters. 


Each character has at least five throws: two from the front, one from the left side, one from the right, and one from 
behind an enemy. In addition to these standard ones, most characters also have special throws. Throws can't be 
blocked using €. 
While unblockable, most throws are escapable. Crouching is one way to avoid a throw, except for a few 

characters who can throw a crouched opponent. Escaping a throw requires some guesswork and some knowledge 

' of your opponent's button presses. This usually is a matter of pressing €», 4, or *^, depending on the throw. Some 
characters' special throws require more work than one-button escapes while some are unbreakable. A handful of 
characters also have throws that can link to other throws. Check out the individual character's Move List for a 


complete list of throws and escapes. 


ته 


Buffering is the difference between a casual Tekken player and a master. Use buffering for commands that involve 
more than one button press at a time, allowing for quicker and easier input with less chance for error. Buffering is 
when you keep a button pressed down if it's part of the next command in the sequence. While holding that button 
down, press the rest of the command. It's one of the more difficult techniques in the game, so pay close attention. 

The following example describes buffering. Say the move you want is performed by pressing $% $e». Without 
buffering, you would press €», then **, then &, and finally, 4*. If you do it that way, you'll run into a couple of 
problems. First, you're probably trying to enter these commands quickly. Second, quick button presses that involve 
two or more simultaneous buttons have a higher chance of missing. You might press either the * or 4 slightly out 
of sync and flub the move. 

To buffer the same move, do the following: Press and hold %. Now, while still holding *», press Z This is 
accepted as **. Now, let go of 4^ as you press and hold &. While still holding 4, press « to turn it into a 4. 

Buffering only works if the button you're holding down is part of the next combination of buttons. Buffering is 
especially useful for moves that require three or even four simultaneous button presses. 

Still don't get it? Try the following buffer-friendly moves to get a feel for it. Performing the commands on the 
left should result in the same action as the commands on the right. 


]== لل ር መ= ያ]‏ ال 





LUG Move Name Regular Buffered 

Heihachi Demon Shout <> of ef => hold < press «> 

Christie Ipanema Wings fo Slippery Kick During Negativa £e مي دوه‎ During Negativa — hold o% press $ 
Xiaoyu Fan Dance to Pushing Hands ل ده‎ ofp «fo «^ v hold & press &% 


To be dominant in combat, you need to know a few things about damage and the health meter. 


IT aI SS 
A character can take several types of damage. A regular hit is a hit taken when your character is not blocking. A 
regular hit lands the base damage listed in the Move List. A Counter Hit is a hit that connects as your enemy begins 
his or her own attack. The damage from a Counter Hit is a little more than the base damage for the same move. A 
clean hit is a hit that is performed at point-blank range. Not all moves are possible clean hits. Damage from a clean 
hit is also greater than the base damage. 

The actual damage can also be less than its base damage. This occurs mostly during combos where a hit 
connects on an opponent who isn't standing. The damage delivered on opponents who are in the air or bouncing 
around can be significantly less than the base damage for the same move. 


ee ae EE 
The bar at the top of the screen is your health 


em سح‎ ex) Und Wp en) cone, ني 2 ذلع‎ ማ” የሜ پسم ر پر‎ Een do 3 ሦ.። እር እ4ርን tat 
SUMI GENERAL STRATEGIES TO REMEMBER 
meter. Each attack takes a chunk off, leaving a d S SE ee 


shorter health bar, the red line above vour Know your character's strengths and weaknesses. Learn to play up your strengths and play down 

: ። ሃ your weaknesses. 
character's name. As you take damage, you go 
from the yellow end of the line to the darker * Don't underestimate the value of blocking. While blocking won't win the match for you, it can 
red of the line. It's very important to watch save your neck long enougit for you to fight hak. 
the health meter as you fight. If you’re low on * The 10 Hit Combos are flashy, but don't attempt to use them against expert players. They will 
health, you may not want to risk doing a big block or reverse 10 Hit Combos every time. 
move that has a high chance of getting * Use plenty of low attacks. Most people have a hard time blocking low. 
countered. * The key to winning is unpredictability. If your opponents don't know what's coming, they can't 


defend against it. 


* Watch your opponent's fighting style. Everyone eventually falls into a pattern. Watch closely and 
you can predict what your opponents are going to do before they do. 


* Pay close attention to your surroundings and where you are in relation to the walls. Getting 
caught against a wall can turn the tide of a match in a heartbeat. 


* landscapes can also play a part in the momentum of a fight. Watch for grade changes and 
obstacles that can affect both offense and defense. 


e Use juggles. Your opponent is most vulnerable when in the air. Attack with everything you have. 


e Punish grounded opponents as well. Take advantage of any situation where your opponents 
can’t hit back. 


* Seek out new players to play against. Even if you beat your friends all the time, the only way to 
improve your skills is to play with people who are hetter than you. 


* And finally, practice, practice, practice. 











8 
B اا ا ا‎ 
E eR E EE ومن‎ RGR AEA GRE SRE NE TRE ELLE ECL, ٣ 
A ። ۴ : 4 
Å ኔ 


- RRS goat gg 3| 


This section describes all game modes available to you in Tekken 4. | | 
JS TORT BATTLE ም p M : 
Story Battle Mode allows you to follow a character's background story and their reason € 7 1] 
for entering The King of Iron Fist Tournament. It is a single-player only mode, and if you | E 


are defeated at any time, you can only continue with the same character. When you reach 
the final stage and are victorious, you're rewarded with the character's ending movie. 










“ሮ imma m S 
| You can play the arcade version of Tekken 4. Unlike Story Battle Mode, Arcade Mode lets ا‎ 
| you continue with a different character and be challenged by another player. There isn't i : 
| ` any storyline, so when you finish the game, you are congratulated and your game time ee | | 
P disp layed. The story starts off as a EE 
` TIME CAT T مه1 ے‎ narrative montage. (IR 
| Similar to Arcade Mode, here you play against the computer through eight stages. :፡ሼ፡ሼ፡ሼ፡፡ፋ፡ሬ ፡ 
| However, now you're playing against the clock. Defeat the computer in record time and —AM4 
you'll see your name at the top of the Time Attack rankings. The game settings in the PLU Xa a n | 1 
Options Mode do not affect this mode. one KS | | 
VS Battle Mode allows you to challenge a friend to a one-on-one match. It also lets you و یی ےریہ و ہے‎ cil 
choose a new character after each bout and select the stage to fight in. You'll probably Mcr am MATE 
spend most of your time here, beating up on your friends. In the first round of VS Battle, Ge Ft 


EU TM |‏ تا 
the second player gets to choose the stage to fight on. After that, the person who loses zzz ጃጁ ር... x ENE |‏ 
Br ccc |‏ 


the match gets to select the next venue. You can also adjust the handicap to balance out DOE 
the fight between a Tekken master and a rookie button masher. The higher the handicap, ‘How fast can you finish the game? | | 
the more health the player has. LÀ 
————— موه سس ېت‎ (۸ Ba ee TT TEE 
Æ Pick from one to eight characters to be on your team and play against your friends or 
the computer. Gameplay is pretty similar to that of VS Battle. The difference comes 

when one of your team members loses all his or her health. You don't lose the bout; 
your next team member comes in. This continues until one of you loses your entire 

team. If you defeat one of your opponent's team members, your character regains a 
little bit of health. 


گے ےی درم دا EU‏ 

00090-000 Again, you play against the computer. This time, you "0 
It's you against a friend. Who's regain your full health after each round, but you do regain 
going to come out the winner? | | SOME Continue beating up on your opponents until you lose. 
J nt) ‘Yin a record number of matches and you'll be honored with 
E a place on the Survivor rankings. 
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s‏ ١تت‏ ہھ ح مم 
This is where you'll spend most your time perfecting your moves. Pick your fighter, then‏ 
pick another to practice against. Once in the mode, you can set ..:.:1 ..:..:.:.. [በስስ |‏ 
This mode is vital for seeing the damage and the hit levels of each move, as well as the In this long and grueling battle, the ||‏ 


Ka 





bonuses and tradeoffs of specific combos. Hit to access the Practice menu. To | last man standing is victorious. || 
change the modes within Practice Mode, highlight Mode Select and presseither S/or — "mc P UNCERT 
` The three different modes are Freestyle, VS CPU Training, and Defensive Training. سسس‎ 





Use Freestyle Mode to practice moves from the Command List. Having difficulty with the 
timing of a certain move? Press X while in the Command List to see a demonstration of EY 
that move. You can even set the training dummy to react to different situations. Turn 1 

` Counter Attacks on and see how your moves perform differently if they connect as 

_ counter-hits. Command Capture allows you to record your button presses and lets you 

` replay them. Attack Data can be set to show how much damage is dealt. 


YOU ARE THE GREATEST SURVIVOR 





rom 00:02:49 | | 
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3 | Hon many bouts ean you win in a row | | 
E 1 


E i 
| -t Type 1 displays the damage relative to the health meter. Type 2 displays damage as a numeric E TaN 
- running total. When Hit Analysis is set to "On," it shades your character every time you doa =... aa 


| move. Use this to see how long the “Freeze Period” is until you can input another command. [== 
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LOIR, P NE STAND 
COUNTER ATTACK وسن‎ 
ገ ምፕ وی‎ SSC 


This mode lets you go at it against the CPU. In this menu, you سه‎ ٢ es 
have access to the CPU Level, Attack Data, and Hit Analysis. Dees 


D Ee 


Waeic practicn moge. zx 
it is possible to adjust training dummy settings 
ےو‎ ٧ سز اش رر‎ ከ0969. - 24 





. Having problems against King's tenacious throws? What 
د‎ Eech about Christie's annoying low kicks? In Defensive Training ር ቁ ችና رر‎ 
هس‎ Mode you can select characters to fight against and choose ሽሽ 
ILLIS. 144 M the moves they perform, in addition to the attack speed and >= 
fI vs CPU menu ` »morderof those attacks. 


| Freestyle menu. 
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TRAINING 
Training Mode helps your button input timing become faster. You compete for the 
fastest time inputting 20 commands. 


TEKKEN FORCE 
Tired of constantly whipping the computer one-on-one? Are you up for a new 
challenge? Choose a character and fight your way through Heihachi's Tekken Force. For — ٥ 


|| more information, please see the Tekken Force chapter. 
| OPTION, 
_| Here you can fine-tune the game settings, view records, and access your memory card. 





Wëllkar age وپ‎ 


These options directly affect gameplay. The default settings appear in green. 


These options allow you to configure the background music and sound effect 
volume levels. 


٣ 
PERDOR NARA 





|| Quick 


RARI OC TE I برج‎ ۶ 


.. Want to reconfigure the controller? You can change any button you want. Hold down 

.. the desired button and press € or = to scroll through the different configurations. You 

.. can also change the shoulder buttons to simultaneous button presses to help ease 
throws and reversals. 


ا تر n‏ ہیں REAR‏ ې 


EE و‎ UAI, 





This is where you can see your individual rankings. Shown here are your Character‏ - أ 


CPU nifficuty is sut to [Vitra Hard (for experts). 
Prese (5C? to changes the setüng. 


__ Usage, Greatest Survivor rankings, Time Attack rankings, Training rankings, and Tekken 

- Force Mode records. = 2 m 
Try adjusting the difficulty level to 

DIUST DISPLAY ultra hard for a grueling match. | 

Here you can adjust the screen position and toggle the image quality. س‎ 





_| In this mode, you can load or save data from your memory card. To have your records automatically saved, switch 
. Auto Save to "On." 


THEATER 

If you missed the ending movie in Story Battle Mode, it is saved in the Theater. This is 
where you can view all the movies you have earned and any replay data that you saved, m 
|. as well as listen to any background music. Theater Mode has one exception: you cannot E c | وس‎ 
_ Save replay data when time is set at infinity. د‎ ተ ሚመ 
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ore the player takes On waves 
grogressing through the man. 


* force Tráinee, 00 
ba? 


+ 


NY 


is designated with a 


his or her head. Forgot how to do that one move? 
Press ==>to bring up the In-Game 
menu. From there, you have access 
to your character's Command List. 


It's not too late to 


"RER 
Gef ې ېز‎ 


m. 
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isn't looking good. | 
— "s | 


J T xk OE TF 
MILITARY INSTALLATION 


at the mob and perform a 
Dash attack. 





TEMPLE RUINS 
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Combot is expecting you, Quickly 
disperse of this silly machine and move 
on to the next stage, 


0۶ شت 


Smash through the barricades 
to proceed through the level. 


ሥም Qommander Blaftsparktes 


CORRIDOR 


رو جا 
BORE PEs ^8856‏ مہ 


کھ 68 


: v o LP ME ን ን. m Commander Starsparkles is 
Ut Attic Gt : : S JC Ul . e D . 
2 oS 2: wearing white, and Major Sakai 
a 7 | cu ar ::  ፡፡ም፡ is in red. 
1 : e 9 2^ : T وني 2 تچ‎ ሚመ 
tedhr 124458 ٩ d f 
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Make quick work of Kuma and 
you won't have to worry about 
the other soldiers. 


ae 019659 
አርዴ መርን 


تسم 47 


Crouch Guard to avoid the 
Sliding Dash attacks. 


ff». Benjamin پک‎ 


rL LSK 


CA? 


It's show and tell, so show 
them your fists and tell them TEIL 
that they just got knocked out. | — 


Kazuya is waiting for you with 
his bag of dirty tricks. 


1 ala =a 
= 7 ا‎ Ban .. ጨር. - ከከጨመጠጨጠፎ 


Inner Room : | | hr Chief Marshal Teokia 10,000 25 seconds 





Crash this party with a nice 
kick combo. 


"4 از و د‎ Macera: Toonla 
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A‏ 1 14 مي 
u TELE‏ 71 3 م 
To make the inner room‏ 
available, Air Chief Marshal‏ 
Teokia must be eradicated in‏ 
less than 25 seconds.‏ 


3 اقب ماد‎ 
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A تح سح‎ 
Congratulations. You are the 
Tekken Force Champion. 
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SCORE 177640 11174د‎ 
ascia 


رټټ 
Try to focus your attacks on‏ 
Heihachi and not his goons.‏ 


MW ل‎ a 


The Karate Master has the most 
hit points of any nonboss 
character in Tekken Force. 





Throughout Tekken 4, there are 11 open stages and one secret stage in which to fight. Some stages have multiple starting 
positions. Learn the ins and outs of each stage to find the place to fight that best suits the needs of your character. 


MALL B 


Mall B takes 
place in a 
different area of 
the mall. From 
this location you 
can see the 
starting point of 
Mall A in the 
background next 
to the water. 
When fighting 
from this spot, 
you can beat your opponent into a wall 
or a breakable pillar. 


One minute the pillars in this 
area are standing tall, and the 
next they are nothing but debris. 
Hopefully your opponent's head 
was the reason for the collapse. 


3 Mall C takes 
77 | place at the top 
of the stairs on 
the opposite 
side of the 
i... [ mall. Use the 
_ | unevenness of 
the stairs to 
your advantage, 
and take down 
the opposition. 


Shift ብ to see ges stairs 
as they slope down to a lower 
level. Fighting your opponents 
on an uneven surface adds a 
new dimension to the battle. 


سس ےس 


] The Jungle is a 
challenging 
fighting area. 
It's small, the 
ground is always 
uneven, and 
there's water 
flowing on one 
side. Add in the 
fact that you can 
pound your 
opponents against 
any of the walls or the tree in the 
center, and a player can lose a lot of 
health in a hurry. Playing here should 
make for an exciting and quick match. 


This area is nothing but a large 
slope. If you were looking for a 
flat spot to fight you chose the 
wrong stage. 


کا 


] rooftop high 

above the city. 
4 The area is not 
too large and 
has plenty of 
walls to beat 
your opponent 
against. You can 
destroy three of 
the horse statues around the area if you 
apply enough force to them. Start at the 
bottom of an upward slope in the roof. 


The lion statues look nice 
behind you, but it's more fun to 
turn them into a pile of rubble. 


5 E ILDING B 

] Building B is the 
same stage as 
Building A, but 
you begin the 
fight over to 
the left, on a 
level surface 
underneath a 


The concrete wall makes a great 7 
giant clock. 


spot to pound your opponent's 
back into—repeatedly. 


] On Building C, 
you once again 

f fight on the 
roof. This time 
you start on top 
of some uneven 
windows high 
above the floor 
below. Luckily 
you can't break 
through them 


A horse statue stands nearby, 
waiting for you to pound your 
opponent into it. Nice horsy. 


Mall A is a large 
stage with 
many uneven 
areas and a bit 
of water. You 
start on a level 
field, but the 
water is flowing 
precariously 
close. Take the 
fight to the 
water if you want to add something 
new to the battle. 


A drop into a pool of water is 
awfully close. Be careful where 
you let the fight take you. 


dh‏ ههه مت 


Airport A is a 
large, flat area 
that is perfect 
^4 for attacks that 
need to be 
performed on a 
level surface. 
The stage is 
surrounded by 
a small fence 
and a building 
and includes a parked airplane to one 
side. You start this stage near the front 
tire of the airplane. Beat your 
opponents against the wheels of the 
airplane and against the walkway as 
part of your fighting strategy. 


Slam your opponent into the 
large wheel of the airplane for 
added damage. 


AIRPORT = 


3 Airport B is the 
ር S same as Airport 
A with the same 
flat surface and 
the same large 
area. But this 
time you start 
under a covered 
walkway near 
the building. In 
the background 
is the parked 
airplane. When you fight here, don't 
slam your opponent into any of those 
pillars—they just disappear when you 
get close. 


if you want some help from the 
environment, then move to the 
nearby wall. There, you can beat 
your opponents into submission. 


AIR asd = RT C 
Airport C is the 

. | same as A and B, 
ہے‎ but this time 

' aa | you start toward 
the center of the 
stage. The 
closest wall is to 
the right of the 
screen. From this 
location, it's 
hard to get close 
enough to pin your opponent against 
any solid object. 


—— “ራጭ Cae 


A 
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The fence to the side is a little 
far away, but it's fun to hit 
your opponents when they get 
pinned there. 





The Arena is 
similar to the 
fighting stages 
of old. It's a 
medium-sized 
“enclosure with a 
level surface. If 
you can push 
opponents to - 
the edge of the 
area, you can 

' work them for 


Use the metal fence around 
the Arena as part of your 
offense. Smash your 


7 | Statue A starts 
-—] the fight in front 
.| of a very large, 
„j very odd statue 
"4 in a medium- ` 
sized arena. Use 
4 the sides of the 
area to help ` 
009۱57 67 
enemies, and 
ded them 


statue for an uneven fighting 
area. This adds a new 


fighting arena | : 


of your offense 


Î opponent into it, then unload 
E |, with 6 ኢመ of hits. 


| mei to the و‎ the 


A to your fi نه‎ 


the battle a : 
little farther 
inland. Fror 


የመ are plenty of palm trees 
that you can use to beat up 
other fighters, but take your 
opponent to the wall. It's a 


by hitting y 
opponent 
against them. 
bashed into the cement is sure | - | 

to quickly demoralize them. 


LABORATORY 


The Laboratory. 


is a tiny fighting | E 


arena. This is 


اس ور 


fighters who i 


ee iG 


|| The area may appear flat, but 


the white haze is obscuring the 


| fact that the sides have a slight 
>| incline. Use the change in 
>| elevation to your advantage 
1| against your opponent. 


5 the uneven i : 
51065, and beat 
Jyour opponent 


against the walls for i damage. 


The Parking 
“ | Areaisa . 
medium-sized 


that suits the 
needs of just 


about everyone. | 


The wall of the area cont 


break like the pillars. Use it to 
add more punishment to your 
attacks as you slam your 
opponent into it. 


Use the wooden rails around 

the stage to beat your 

opponent against. This adds 2 
extra damage to your attack. 


your opponents 3 


surrounded by = 


The cars parked in this area 
don't have any alarm systems. 
Instead of trying to steal one, 
try backing your opponent into 
one. Once you get into that 
position, you can unload with 
punch and kick combos. 


٢ 5 not too ከ9. 


small. ا‎ : 
| plenty of سا‎ 


‘on, and it even 


= = breakable pillars to play with. 


| |UNDERGROUND | 


It's nice to have 
fans, andin 
Underground 
you have 
plenty of them. 
It'sasmall, 
circular arena 


screaming 
people. Hit 
your opponent 
into the crowd to do extra damage and 
knock down a few رس‎ bystanders 
in the EES 


stage—pin opponents against 
it and beat on them. 


|| wider surface area, and being 


against this wall. | 


opponent there ce 
while ناولا‎ viec ; 


|j There is a barrier around the 


HIN JUKU P 


Shinjuku A takes 
E -] place on the - 
| EU 29. 
streets, complet 
with yelling 
fans. From this 


starting location, | 


use the walls of 
the buildings 
nearby to crush 
your opponents. 
You can even 
break through 
E booths with a couple 
ttacks. - 


d J نا‎ KU B 
ې‎ Shinjuku B takes 


“| place down the 
street from 


Shinjuku A, but | 


| this time you © 


start against the 


f wall of one of 
the buildings. 
Beat your 
opponent 


be people behind the windows, 
slam your opponent's hody 
st the glass to take away 
precious health. 


=. 


SHINJUKU c 


Shinjuku C a | c 2 


places on the 


other side of the 2 
phone booths — 1. 
near eee u 


What better way to start a 
fight than to slam your 
| opponent against a solid wall? 
1 That should hurt a lot. 


3 few punch and kick combos. 


BEACH A 


Beach A isa 
large area of 
sand and water 
interspersed 
with palm trees. 
The square 
enclosure is 
lined by walls 
on the sand and 
a line of buoys 
in the water. 
Start at the edge 
of the water. Close by is a shack that 
you can slam your opponents against. 


Move into the clear blue water 
for a little action in the surf. 
Use the line of buoys at the 
back as a spot to do some 
considerable damage. 





















s Bryan came to the realization that his life was quickly‏ , سے 
coming to an end. He knew that the only person‏ 
capable of extending his life was Doctor Abel, his‏ 
creator. However, two years ago, Abel abandoned‏ 
Bryan when the Mishima Zaibatsu recruited him as its‏ 
top scientific advisor. Bryan despised both Heihachi‏ 
Mishima, the man who took Abel away from him,‏ 
and Abel himself for abandoning him.‏ 

One day, Bryan heard news of The King of iron 
Fist Tournament 4 and decided to enter. Despite his 
impending death, Bryan's muscles flowed with 
energy that made him more powerful than before. 
Along with his new strength, Bryan developed an 
: ظ‎ * almost uncontrollable rage that also manifested itself 
^ e | AZ P^ in his physical appearance. 
| Bryan staked everything on this one hope. If he 
defeated Heihachi Mishima in the tournament, he 
could easily take total control over the Mishima 
Zaibatsu to do his bidding. If all went as planned, 
he bı 3 FT Bryan would command Abel to upgrade him to the 

a 2 most powerful being in existence. - 
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` Fisherman's Slam (> d %) is 58 geet move to use ገ ፀ Right و‎ when coming out of a 52 The hit causes 
major damage, but Bryan's 5 evil mocking laugh se seems sto hurt more. 
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1 Use the parry (ee *›) when your opponents a are on the ا‎ After the 
| pam press fe to punish them for their mistake. 
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© If you can, block or reverse his powerful attacks because that will 
stop his offense for a while and give you time to do some 
damage of your own. If his attacks connect, you'll lose a lot of 
health and end up one step closer to losing the match. 





© Bryan might seem to be all offense, but beware of his parry, 
or your attacks will only leave you open for retaliation. 





© Watch out for his long reach. If you think you're at a safe 
distance from his attacks, you'd better take another step 
back just to be on the safe side, and get ready to block. 


















& Bryan Fury has some tricky moves. They can come During 
sidestep, While rising, and During Taunts. Keep your guard 
up and don't be fooled because an attack is most likely on 
the way. 





© Bryan can string a lot of moves together. Learn the moves and 
try to block these string attacks early on because they can 
change hit levels and strike where you least expect it. 
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Move Name Command Damage Hit Level 
Left Right Combo بې په‎ 6,8 hh 
Hammer Driver eco 2] m 
Quick Spin Kick ጭጭ 18,18 mh 
| One Two Low Kick e& ofp ofp 6,8,13 hhi 
Knee Break & Se 18 | m 
Knee Strike D 2 m 
Side Step Elbow <= ef 26 h 
|. Stomach Blow dr 8 m 
| Quick Left Low Kick d» dio 3 ! 
Low Kick d) ce 9 | 
| Thin Low Kick d» de l6 | 
| Snake Edge $9 dio 26 L 262 Juggle | 
Wolf's Tail $9 de 23 m See 
Left Body Blow Séi 0 m 
Right Body Blow ag 18 m 
One Two Body Blow SJ f 10,10 mm 
Vulcan Cannon Si eb ofp ef eb 10,3,3,3 mmmm 
Rolling Driver EK 25 m 
Orbital Heel Kick Age 2 m 1 
Meteor Smash ፍ% 60 | | o m qt 
Gravity Blow $4 2 2 ! 
Front Kick دو ېټ‎ 20 h 
Front Kick to Knee e dde 20,20 hm 
Front Kick to Punch e dp d» 20,12 hh 
Triple Spin Kick مر دو مق چ‎ 2 hmh 
Right Left to Knee وو په دې و‎ 3,5,21 hmm 
Mach Breaker >> hp 30 h 
Slash Kick >> ټپ‎ 33 m —- Hold $ for 40 damage 
1. Mach Kick چ9‎ 32 h UH UM 
| | : Chopping Elbow Seo 22 m Juggle 
|. Flying Knee Kick eed 25 ከ E 
Headhunter During sidestep دق‎ 33 h 
| ١١ Shell Shock During sidestep <> 26 h 
cke Cheap Trick During sidestep sf 28 m 
| ١١ Light Back Knuckle Sh 16 h 
LEES Double Back Knuckle S db e 16,17 hh 
| Hands of Doom e db ede 16,17,21 hhh 
| || Wolf Call & of fe 16,23 hm 
|| : Wolf Bite & db «b de 16,17,18 hhm 
|||) Jab to Double Spin Kick — نی‎ 6,14,15 hhm 
| Er. Running Blind د د و ده‎ 6,14,15,18 hhmh 
: . i Bruce Special يې ده د دی‎ 2 mmml 
| El Mid Kick to Rush #ጭሇ=ፍጭ 4 mmmm 
1911 Rush to Lou Kick $ed 6,12 Wei 
EI e = مه وچ‎ hp a db 8,8,11,14 hhmm 
Vee By un for Cover SP fH ef ce 20,12, 11,12 ከከዘዝ 
ا‎ | High Kick to Rush ede» di» € d 204 hhmm 
ER Whipping Fury وي و ې په‎ 6,14,21,23 
| Cremation & 7 oo 5 “፲ይ wa د‎ 
4 d ና E 3 2 6)8 hhhhm 
de s Dance geg co «co dto 6,14,21,17,21 hhhhh 
way Lé E — 
مب اج مع مه‎ 2 h E Juggle GPL ET 
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While rising °° 18 m 8 

While rising ته‎ 18 m :  - 
=> 2 — gle = 

While rising << 22 m z 

While rising 4^ © 22,25 mm 

While rising °% 0 m 

Gp cpp pp cpp opp co 4ه‎ mmmmmmmmmmmh 

DOD HP 30 m 

oe — = 

4° ° Hold — سے‎ 
جس‎ of د‎ «de dio « «ee «t 3,5,13,8,8,10,14 hmmhhmh 

During enemy's punch << ፦ — 
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Left Upper 

E Right Upper 

| Fisherman's Slam 

| High Knee Kick 

| Double High Knee Kick 
Short Upper 
Gatling Rush 
Snake Slash 

T Tunt] 

| Taunt 2 
Bruiser Combo 

Parry 


1۳۲٦۲1-400 کے‎ 


Damage Escape‏ نه لن تسس فس6 


de Approach enemy 30 = 

መ Approach enemy 30 = 

de Approach from left side 40 5 

e Approach from right side 40 ې‎ 

dte Approach from behind 60 ፦ 

ሂ 5፡40-92 Approach enemy 45 = | 1 with eı 

= 027 = 5 م‎ Feier eent back 
o> Approach enemy -፦ به‎ I ———— 
تہ‎ Approach enemy - 5 Pushes enemy right 

«^T Approach enemy — KN MY Pushes enemy left 


| After winning The King of Iron Fist Tournament, 


Guillotine 

Gravity Brain Buster 
Gravity Throw 

Knee Blast 

Neck Throw 

Chains of Misery 
Position Change | 
Position Change 2 
Position Change 3 
Position Change 4 


۱1 لا‎ ۳٣ ١ COMBOS 





e هر د‎ Bryan Fury confronts the good Dr. Abel. His rage is 
m h uncontrollable, and he knocks Abel across the room. 
5 5 10 At the same time Bryan falis to the ground 
ጻ unconscious. 
E E E He finally wakes on an operating bench to find 
h SE Dr. Boskonovitch standing over him. Yoshimitsu 
5 ها‎ stands watching nearby having saved his life. The 


doctor tells Bryan that the key to defeating Abel's 
bio-weapon is in his body and that he needs his 
cooperation. Dr. Boskonovitch will get what he 
needs while at the same time extending Bryan's life 
by mechanizing him. Bryan quietly agrees and lies 
back on the operating bench, preparing for the year 
long sleep that awaits him. When he wakes he'll be 
reborn in new body. But for now, sweet dreams. 





IO Hit Combo 1 

Guard Point — ፡ መ s 
Level h m m m bh h 
Damage 20 20 5 ፣፤ 3 9 
10 Hit Combo 2 > ديه‎ 

Guard Point + سے سے پس پچ‎ ‹፥ 
Level h m m m h h 
Damage 20 10 5 1 3 8 
























10 Hit Combo3 5 
Guard Point . ሰ: ። ሙራ سے‎ 
Level h m m m h h m bh — 
Damage 20 20 5 1 3 8 5 8 — 
| —UIVIESUJE 
HI ینک‎ Damage 
Orbital Heel Kick Age 22 
Combo Î = د د مله‎ 14,7,5 
Combo 2 — 44 10,10 
E Left Upper While rising °% 18 
| Combo | ld de 14,5 
Combo 2 = د د‎ fe 9,4,7 
Combo 3 ze ebd do 4,2,1,1 
Snake Edge NE 26 
| Combo! o de 17,10 
T Combo 2 == رګ مې‎ — 14,5 





Leg Whip Mars Attack G $° 
is at the root of many low- 
hitting combos. 


The Slippery Kick ~£ can 
take your enemies' feet out 
from under them. 
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Christie Monteiro is a dangerous beauty trained in the art of 
Capoeira, a unique fighting style that often resembles break 
dancing. Christie's speed and agility are interlaced with an 
unorthodox fighting technique, allowing her to spin on the floor, 
sweeping her enemy into high energy combos. Christie has the 
right balance of speed and power to easily take down anyone in 
her path. 


Christie's kick combos are easy to pull off; however, setting them up takes 
careful planning. Some of Christie's moves are slow to perform and leave her 
vulnerable for an attack while in dance-like motion. Christie's kick combo 
starters, such as the Leg Whip Mars Attack (<<) and the Handstand (=), leave 
her wide open for an enemy strike. A smart opponent will capitalize on this. 
Plan your attacks wisely, or Christie will be defeated by counters alone. Set up 
your attacks by stepping back or using a faster move such as the One Two 
Elbows (*%), or a juggle starter like the Mirage (3:49). 


Christie's strength lies in her low sweeping attacks. These powerful low-mid 
ground attacks are hard to block and easy to link together. Because most 
characters concentrate on high and mid attacks, use this to your advantage and 
hit low with moves such as the Slippery Kick ($~) to sweep opponents off 
their feet. From there, following with a rush of Christie's low attacks is easy. 
Make sure you connect with your enemy before you commit to a full string of 
attacks. This saves you from passing your enemy and exposing your back or 
pinning yourself against a wall. 





CHRISTIE monTEimo, 


vever, don' t rely o on ground attacks alone. In time, your enemy will learn to block them, so 
"hristie" G high attacks, such as the Wheel Kicks (During sidestep &* or Shin Cutter Combo 
>), to keep your enemy in the dark. It's easy to get stuck performing the same moves, so mix 
sp often. The key to Christie, and Tekken 4, is to keep your enemy off guard and unaware of 
ext move. Christie makes this easy with a large Move List and two different stances (Negativa 
d andstand) that branch to many moves. Learn to use all her moves in different situations. 
:mber, many of Christie's moves easily link together. Try different combinations to keep from 
ning oe If yee can master this, Christie will be unbeatable. 


Don't be afraid to play the counter game. Christie tops the charts with moves $ that stem During 
step. Mix this with the enhanced sidestepping ability afforded by Tekken 
i Christie becomes a powerful counter-hit artist. Keep a close eye on 
opponents' movements. If they attack, simply sidestep and follow with 
Vheel Kicks (During sidestep 4*) or the Cruncher (During sidestep <), 
h^ pops your opponent into the air when connected as a Counter Hit. 
1 ning the [በ9 of ےت‎ an attack may take practice. but it'sa ` 


sable skill. 


— —E€hristies constant wild Î The Cruncher (During sidestep 
body movements make it hard ዴን is an effective counter 

j for the enemy to know what move that becomes a great 
His coming. Add this to her juggle starter when connected 
ability to quickly sidestep uU = Counter Hit. 
EET an attack, which ...ہت‎ UE E 
creates 3 Counter opportunity, and it sa snap or you to 
spin through your enemies and walk away as champion 


J of The King of Iron Fists Tournament 4. 
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| Move Name | s 1 mu Hi Level 


Negativa to Armada Combo | o — OS Û 
Negativa to Flare Combo $$% = 0B = m .- - ; 

٨1:01: Aii Baloo :: 56% —— . OID RR ek 

` Lon Front Stinger Cancel | | E EE کون کت‎ 

Knee Slicer Low Front Stinger — 49 —— — — 985 mM — - የሮ ኮ።ኮ ዘጠዛጠዘ 
_ Ipanema Wings .:.: eee iin .. .ከክ6ክ - - 8-.-- - مه ل5‎ 


Juggle 


Perch Flop Kick — 2 Juggle, ends in 
c A Handstand 


| o Slippery Kick j و جا‎ 3j | | 
9000100  —— ا‎ | Wi 5 — Ends in Negativa 
Slippery Kick to Handstand — ےس‎ ` Eo E ET nite | —( Ends in Negativa | 
Scoot Kick Feint | ; 
قروو‎ See es 7 ا ات یت‎ 


: Carnival 2“ ምእ ጋ- er eee eee UU UIS cc e e ፡፡ሽ uu ET x 

aper Camal EE E 
oou omms سی شی ہش وز‎ 

Straight Fop 0 (ord) co MS — —  maLCLLL 

1100081600 111 — POF) poU IT Ends in Negativa 
Drop Kik ; 


Ming  ——— EE 

Combo? = ፓ .: =፳6ዌ% n8 
Combo3 | zp وو جم‎ 

Handslaps Mirage ® م۔‎ - | 

Martelo While crouching >% 5. —— 
` Combo | .0. . EE 46, 
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Pushes enemy back 


Pushes enemy right 


Pushes enemy left 
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Position 
ppro h enemy 


Approach enemy 
_ Approach enemy 


Approach from left side 


` Approach from right side 42 


Approach from behind 


Approach enemy 3 ٠ت‎ 


Approach enemy 


Approach enemy 


- Approach enemy 
‘Approach enemy - 
Approach enemy ` 
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Caranguejo Throw 
Rotacao انا‎ 
Rio Special 

Role Throw 
Garganta Throw 
Air Mail 

Back Rodeo Spin 


Cabra Macaco CS - 7 


Rodeo Spin 


Position Change 2 
Position Change 3 
Position Change 4 
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It's easy to see when Combot mimics 
Yoshimitsu because of the sword. 
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Note the size difference when 
Combot mimics Marduk. 
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FIGHTING acainst COMBOT 


Try to recognize Combot's Preflight Taunts. It's easier to” 
fight Combot if you know what character it's mimicking. 


' A Combot player is either going to be really good or 
really bad. The good player will use the 001 styles 
to his or her advantage. 


STRENGTHS) WEAKNESSES 


Element. of surpriz Element af Surprise 


| ہے ےت‎ characters moves 


==3፳መሞርፎቡ4ፐ ፕፐ=./የዛፐፎ 


Points and shoots with left hand, or blows 0 Bas | 


` Bangs on his face and throws tuo punches, or throws a right hook. e ہے‎ 


Stands as sparks go through him, or stands with arms crossed. کل‎ idco ri 
Scratches head, or performs one high kick, or performs two high ik. a c ፡ ue i 
Puts right hand on hip and nods, or pulls his right hand guard. و‎ ብሽ 


Puts fist on her chest and looks up, ties her shoe laces and gets up, or 1 fixes her سیا‎ and rubs 
her face. 


Uncrosses arms. 


Hits arm against knee and turns toward لہ امرب‎ to i show off i imaginary belt, stands up 
with back toward opponent from kneeling position, or Eae arms and back, | 


Rolls toward opponent, or opens arms wide and looks up. x 
Puts fist in palm, or leans back and throws hands o ont to d die, 
Bows with hands together, or spins arms ‘around. 

Puts fist to palm in front of chest, or dances around, — 


Beckons to her opponent, moves hand across neck, or looks at her right hand end sales 


") 1 : 
Bryan Fury 


Christe Monteiro 
Craig Marduk 
Heihachi Mishima 
Hwoarang 

Jin Kazama 

[9 a Chang 
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le Wulong 


Ling Xiaoyu د‎ 


Marta Law 
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Bounces around and throws a left-right-left punch combo, 
or does a flurry of short punches. 
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Heihachi can rule the tournament with his Iron Hand (<>). Use it to 
punish opponents who step out of line. 








حر RIS‏ إبرح يم بح ّح ہۓ 


Heihachi is great at juggling his opponents. And one of his hest juggle 
starters is his Demon Uppercut (>> <>). Use this move fo pop opponents 
high into the air, where you can mercilessly beat on them. 


Use the Dragon Uppercut ټ)‎ ١١ w $°) to strike fear in your opponents. It sneaks in close with a Crouch Dash, then 
hits them hard and leaves them helpless in the air. 
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Hwoarang was drafted into the military back in his 
፲፻ homeland of Korea and was assigned to a special 
| operations division. Although his successes in various 
missions were highly regarded, along with his prowess at 
Tae Kwon Do and combat techniques, his penchant for 
disobeying rules and orders gave his senior officers more 
than a few headaches. 

Hwoarang was uninterested in military life and felt a 
strange emptiness within him. He recalled longingly the 
days of hustling money in street fights and the rush he 
experienced from hand-to-hand combat. He often 
thought of one fight in particular, the fight against Jin 
Kazama. These longings could not be quelled by the 
military. 

One day Hwoarang heard the announcement of the 
next tournament. Hwoarang's blood stirred. He would 
defeat Jin, Heihachi Mishima, and anyone else who dared 
to prevent him from claiming the Mishima Zaibatsu. Filled 
with excitement he hadn't felt in years, Hwoarang 
slipped out from the military base and headed for the 
tournament. 
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Hwoarang's fast and powerful kicks make him a 
powerful threat to anyone who faces him. He is an 
offensive powerhouse who can quickly put your 
opponent on the defensive. Hwoarang's large 
Move List consists of different stances that spring 
into many different kick combinations, which 
makes up for his lack of punches. Hwoarang's fast- 


. paced kicking action will have even your fiercest - - 
117 ger pleading for m ercy Migraine 4 Pe?) is a fast way to push your enemy away, giving you room 
| 5 to start a massive kick combo. 


Hwoarang is a great fighter who works best from about three steps away from an enemy. Though 
his close combat skills are poor, the few punches Hwoarang does possess, such as the Migraine («» €»), 
can quickly make room between you and your enemy. The Fade-Away Kick (S<) and Ankle Biter to 
Crescent Kick (“<) can also quickly put a few steps between you and your foe. This puts Hwoarang 
out of jabbing range but close enough to kick. His kicks are fast, but they won't beat a jab when he is 
too close to an enemy. With a few steps between you and your opponent, Hwoarang has enough 
room to start one of his multi-hit-level attacks to keep the fight in your favor. 


Hwoarang can be hard to defend against, due to his 
ability to overwhelm an enemy with a barrage of kicks 
that quickly mix up hit levels. However, if you begin to 
use the same moves repeatedly, such as the Firecracker 
(%2) or the Machine.Gun Kicks (eee), your 
enemy will begin to anticipate your attacks and counter 
accordingly. Hwoarang has a huge Move List, so learn 
all his moves and mix up your attacks. Remember that 

ብ መ መ መ = zez‏ | سے can punch. Use his punches to break the‏ ےت 
p ያ" E monotony of kicks and surprise The Firecracker © £ £ pops your enemy into the air, setting up a juggle.‏ 
Ze your enemy.‏ 
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Knowing what stance you're in and what moves can be done from 
each stance is very important when playing as Hwoarang. Attempting a 
move in the wrong stance makes you an open target. Varying your stance 
also keeps your enemy unsure of your next move. Mix up your stances, as 
you would your moves, to keep an onslaught of unpredictable combos 
going at your opponent. 


Hwoarang's quick feet make him one of the strongest characters in 
the game. His large Move List consists of many combos that make it a 
breeze to kick his way through all his opponents. If you remember to keep 


The Ankle Biter © & is a quick fn your distance, Hwoarang is a commanding force in the Tekken 4 elite. 
way to slow down a charging enemy. : 












WEAKNESSES 


Few attacks for 
grounded opponents 


STRENGTHS 


Fast and powerful kicks 
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Easy kick combos 
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FIGHTING AGAINST è 
HWOaRaNG 


Kicks are Hwoarang's strength, so he needs 
more room to execute his combos. Stay close ` 
and use a quick jab to prevent him from 
kicking you into a combo. 





Many of Hwoarang's combos start the 
same. Watch closely for his hit level 
changes. Block accordingly. 





Hwoarang is often vulnerable after you 
have blocked or ducked one of his kick 
combos, leaving him open for a combo 
of your own. 





Time your sidesteps to dodge kicks 
and retaliate with a counter. 





Hwoarang is not the strongest fighter 
in close combat. Back him against the 
wall to take advantage of this 
weakness. 
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Move Name 

Motion Switch 

Migraine 

Double Jab Low Kick 

Home Surgery 

Right Jab to Left Flamingo 
Right Jab to Right Flamingo 
Right Jab to Side Kick 

Right Jab to Spinning Back Kick 
One Two Punch 

Left Right to Left Flamingo 

Left Right to Right Flamingo 
Rejector 

Rejection 

Rusty Knife 

Middle Back Blow to Left Stance 
Bolt Cut 

Left Plasma Blade 

Bone Stinger 

Fade-Away Kick 

Push Hands 

Body Blow 

Right Flamingo Feint 

Hot Feet 

Right Kicks to Left Stance 

Hard Rocker 

Right Kick Combo to Right Flamingo 
Right Kicks Combo to Left Stance 
Da Bomb 

Blizzard Kicks 

Rude Boy 

Axe Murderer 

Doggie Lift 

Grand Theft 

Firecracker 
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Ankle Biter 
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Torpedo Kick 

Left Flamingo Feint 

Cheat Shot Snap Kick 

Flying Eagle 

Smash Low Right 

Public Enemy 

Hunting Hawk 

Jump Kick 

Spinning Axe Kick to Right Stance 
Tsunami Kick 

Sky Rocket 
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| Despite winning The King of Iron Fist Tournament, 
Hwoarang's quest to be the best is not finished. 
Only defeating Jin Kazama will satisfy his thirst for 
wictory, and he just happens to be in the parking 
garage as Hwoarang leaves the tournament. Time to 
battle things out once and for all. 

After the battle is resolved and Hwoarang is 
victorious, the Korean army attempts to arrest 
Hwoarang for his desertion. With Jin now by his 
side, they take out the army and make a run for it, 
only to agree that they will meet again in the next 
King of Iron Fist Tournament. 
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Jin has once again entered The King of Iron Fist Tournament, but this time he has forgotten his 
inherited style of fighting and has trained in traditional karate. If you are a Jin player and have come 
to Tekken 4 to continue your butt-kicking legacy, you must learn a whole new fighting style. However, 
your legacy can go on. Jin has all the power and speed that he did before, as well as some new moves 
and techniques that will frustrate and confuse your opponents. 

Jin has speedy jab combinations that can control the pace of the fight. His Left Right Combo 
strings (Left Right Axe Kick and Left Right to Spinning Hook Kick) are fast and extremely painful for an 
opponent to block, due to their guard-breaking capabilities. They cause an enemy to stumble slightly, 
just long enough for Jin to start another move combination. 

The Left Right Axe Kick (*»«» 4») is fast and virtually inescapable, except with a well-timed 
sidestep. Use this to disrupt your enemies' attacks or even while they are blocking. The kick portion of 
the move staggers opponents slightly, allowing you to do the move again, or throw them for some 
decent damage. If you connect with the move on standing or crouching enemies, they will be left on 

the ground waiting for you to 
follow with a Right Sweep 

(<> Se). Mix in the Left Right to 
Spinning Hook Kick ($%% %) to 
throw off your opponent or to 
quickly create space between 
you and your enemy. 


Most of Jin's moves have a 
short range, so to be effective 
you must get close to your 

opponent. Up close, Jin has an extensive repertoire of fast combinations to dish out the damage. In 

addition to the Left Right Combo series, Jin can unleash Kazama Style 5 Hit Combo (% o o 2), 

which, if the kick connects, stuns enemies long enough to let you have your way with them. The 

Double Chamber Punch («) and Switch Blade (<<) are also good on a close enemy. If you use the 

Left Right Combo series often, mix in the Double Thrust Roundhouse (&«¢). This move also starts 
with a quick jab but goes to a mid punch. It's perfect for an enemy trying to duck 
the Left Right Combo's two high punches. 





JE ት" cse 


When your enemies move away from you, take the 
fight to them. For this, Jin can use the Laser Cannon 
(> eH) or the Laser Scraper (> &# i), which gives 
you a juggle opportunity. These moves cover a good 
amount of distance and hit hard. 
In addition to these moves, use the Left or Right 
Roundhouse Punch (2NY ue or ON ys) to close a gap 
with a bang. If all else fails, simply run up to your enemies 
and throw them. They will be blocking in anticipation of a 
running tackle or other running attacks. Should your 
opponents decide to close the gap, use the Spinning Flare Kick (~<>) or the Double Lift Kick (%) to 
stop them cold. The Double Lift Kick results in a juggle and can be used in close combat to break up 
the anticipated punch combos. 


Defensively, Jin relies on his quick counters and his parry to ward off an attacker. Jin can safely 
pull you back into control with his quick defensive moves, such as the Spinning Sidekick (^). While 
not the fastest move, blocking or not, your enemy will be pushed back by the blow, allowing you to 
regroup. The Corpse Thrust (4*») is another great escape maneuver, because it causes Jin to duck 
under a high attack. And if it connects, it sends your attacker flying. Jin's parry is another way to save 
your hide. It brushes away an attack, allowing you to quickly react with a counter. 


Though Jin has forgotten the fighting style that once took him to the top of his class, he has all 
the same quickness and power to return him to his glory. As with any character, remember to mix up 
your moves to keep your enemy unaware as to what is coming next. Jin has a very limited amount of 
moves, mixing them up is crucial. If you can do it, there will be no problem in fulfilling Jin's wishes of 
destroying the Mishima bloodline and anyone else who stands in his way. 
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Julia Chang is determined to win The King of Iron Fist Tournament 4—and she has all the tools to do 
it. She is both quick and agile, with a fierce ability to counter her opponents with a quick jab. 
Although she's not the most powerful character, her ability to juggle and counter make her one of the 
toughest fighters in dem Learn to control Julia, and she will prevail as master of the G1 
universe. 


Julia's simple left jab (%) is one of the fastest in the game. This is your ace in the hole when 
playing the counter game. It also works well from a crouch to stop an oncoming attack, Rt your 
enemy up for a While crouching or While rising move. Along with the jab, use 
the Party Crasher (=>) or Rapid Counter Attack (<>) to break your enemies! 
momentum and set them up for a juggle. Julia's juggle starters take too much 
time to set up against an alert enemy, so use them as Counter Hits. For example, 
if your opponent comes in with a high punch, quickly sidestep and unleash her 
Slow Punch Combo (Se e>)—a move that usually takes too long to safely 
execute. Julia's quick spin technique (%*) adds to her ability to quickly counter, as 
well as making it difficult for your enemy to connect. 


Due to her lack of power, Julia cannot withstand repeated counterattack =o SE 
beatings. Pay close attention to what your opponent is doing. It is better to Julia's left jab (+>) is one of 
block than to try to beat your enemies to the punch if you are unsure of their the fastest in the we: Use 
next move. You have plenty of moves to confuse opponents and capitalize on this simple move to quickly 
their mistakes. Watch for the right time to attack, and mix up your moves to gone LC eee 
keep your enemy guessing. Knowing when to engage an opponent is what your enemies’ plans of a 
separates the amateurs from the Tekken elite. devastating comho. 


Julia makes up for her lack of power by juggling her opponents through a wild ride of damage. 
String together her quick hits to keep your opponent in the air—this is where Julia racks up the 
damage. A good juggle starter is Julia's Jump Kick (2&9). This easy move puts your enemies high in the 
air, letting you i with them. Another strong juggle starter is the Twin Walking Kicks (During sidestep 
ہے‎ cece). Punish your enemies with this if they get too close, or use it as a little 
کے‎ TA surprise if they block your Party Crasher (2%). Practice putting different moves 
ضا‎ ` together once your opponent is airborne to see what works best for you. 
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Julia's fast lunge attacks are great for busting in on 
an unsuspecting enemy. Her Party Crasher (2 > &) is 
arguably her best move, for it is quick, closes gaps in a 
hurry, and disrupts oncoming attacks. It also works well 
with juggles, allowing you to perform the move - 
numerous times before your enemy slams into the 
ground. Her Palm Explosion (2 «» 4») is a quick way to 
close a large gap and leave your enemy on the ground. 
To ር. ےی کا‎ mix in the Mountain Crusher 


sive maneuver that results in dem opportunity. 7 Ge at the end covers a lot of اح‎ and can be 


delayed to further confuse your enemy. Work these into 
your arsenal when your SI gets away from you. 


Julia's abilities to counter, juggle, and close the gap come with a price. Her 


moves can be slow to execute and can leave her extremely vulnerable if 


blocked. For instance, the G-Clef Cannon (*» 4» &) is a powerful move that 


provides a juggle opportunity if it connects. However, if blocked, Julia becomes 


open to any quick punch combo or even a throw. This is the same for the 


| Spinning Sweep Combo (While E 39 ہے‎ Plan your moves ایت‎ to 


| avoid getting pummeled. 


With practice, Julia is a 


| strong contender. A relatively ` 


small moves list and her need 


| to juggle to inflict real damage 
- make Julia Chang more difficult - 


The Party Crasher (= > °) is 
one of Julia's most useful 
moves. Use it to counter, close 
gaps, or juggle an opponent 

| through the air. 


to perfect. This may deter the common button 

masher, but it should entice anyone who wants a 

character based on skill and precision. With the right .:፡፡ - 2000 f£ C UEFEBEEIS ! 
amount of patience, Julia Chang can be 022] Julia's Mad Axes (<c2<-> <2) is a quick throw that can be inserted 
Kë The ھت‎ E E Fist Tournament. — —— ___ into both offense and defense as long as an enemy is within reach. 
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FINAL OUTCOME 


Julia got what she had hoped for in winning The 
King of Iron Fist Tournament 4, but she had never 
hoped to find what she discovered next. Upon 
looking up her research, she came across "Genocell," 
a chemical property that could lead to the ` : 
reforestation of her land as she had hoped. 
However, a more in-depth look at "Genocell" 


revealed its use in meshing the Devil Gene with a 


human's—the longtime research of the Mishima 
Corporation. — . ቆቁ 

As she watches the computer screen, the 
Mishima scientist in charge of "Genocell" research 
confronts Julia. He invites her to join the research 
team to advance "Genocell" technology, leading to 
the reforestation of her land. However, Julia knows 
that creating life forms with the Devil Gene will 
only lead to mass destruction, and she promptly 
erases the "Genocell" files. The scientist pulls out a 
gun and opens fire on Julia, but even bullets can't 
stop this girl. A quick evasive jump and Julia sprints 
from the lab. | : 

As Julia stands looking over her homeland, she 


remains optimistic and swears that one day she will 
_reforest the land. | 
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Kazuya Mishima is back. This time Kazuya has entered the tournament to avenge what his father did 
to him 20 years ago. He has most of the same moves from previous Tekken games, with minor 
alterations here and there. Kazuya's forte is his ability to launch countless attacks out of the Crouch 
Dash (2N“™) and Mist Step (2N). The Crouch Dash covers more territory; however, the Mist Step is 


Here are the Crouch Dash (>N<>™) and Mist Step (=> 
Kazuya's primary moves originate from these positions. Master 
them to bring you success in many battles. 


The Rising Uppercut (> N‘“<%) catches opponents off guard and 
sends them into the air. 


much quicker, so adjust accordingly to your opponent's 
fighting style. Though Kazuya may not have many 
moves, he is capable of decimating his foes with his 
blistering power and speed. 


Kazuya's trademark move is his Rising Uppercut 
(OND or DN“). This flexible move is quick, closes 
the distance between you and your opponent, and 
juggles your foe if it connects as a Counter Hit. When 
your opponent gets wise to those moves, execute GAS 
Spinning Demon (ONY keke or لاح‎ ge). This move 
starts like the Rising Uppercut; however, instead of a 
punch, you unleash two low sweeps. 


Kazuya's raw power enables him to have many 
staggers in his arsenal. His most effective one is the 
Demon God Fist (while rising, 4). When it connects, it 
stuns your opponents and sets them up for a lethal 
combo. Try following it with two Abolishing Fists (5%) 
for maximum results. Some other powerful moves are 
the Devastator (%%&) or Soul Annihilator (2%39 %). 
They are quick one-two combos that stagger your 
enemies when used against walls, leaving them helpless 
and begging for mercy. 
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Sometimes Kazuya's simpler moves can be the 
most effective. Let loose the Demon Slayer (<<) 
or Flash Punch Combo (&«), and mix it with the 
Twin Fang Stature Smash (<<) to further 
frustrate your foe. The first two combos must be 
blocked high, with the Flash Punch Combo 
knocking your opponent to the ground if it 
connects. The Twin Fang Stature Smash is really 


effective because the last move of the combo hits The Demon God Fist is a very versatile attack that is the catalyst 
low. for many combos. 


The key to playing as Kazuya is to master his most 
effective moves. Even if your opponents know what's 
coming, they will still have difficulty defending against your 
attacks. After taking a beating, your opponent will now try to 
stay away. Get close to your enemy to take advantage of 
Kazuya's strength—close combat. Close that gap by performing 
the Hell Lancer (N44). This catches many off-guard because it's 
fast and covers a lot of ground. 

To be successful with Kazuya, remember the importance of 
the Crouch Dash and Mist Step. Practice until these moves 
are second nature. Your quest for revenge will then be 
in the palm of your hand. 
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As'Kazuya waits for the seventh round of the 
tournament to begin, the tournament officials 
rush him a message. It says that he is the 
winner of Round 7 by default and to proceed 
to the final round against Heihachi. Kazuya has 
been waiting for this opportunity for 20 years. 

After his defeat, Heihachi, as promised, 
leads Kazuya back to where Jin's body is kept. 
As Heihachi listens to Kazuya's plan for 
resurrection, he senses an odd force emanating 
from Kazuya. 

Heihachi then becomes unconscious. Upon 
disposing of Heihachi, Kazuya is unsuccessful 
in merging with the Devil Gene within Jin. He 
learns that the only way to unify the Devil 
Gene is to destroy all who carry it. After 
reviving Jin, he wastes no time in disposing of 
him and reclaiming what's rightfully his. 

With the resurgence and downfall of Jin 
Kazama, the unification of the Devil Gene is 
now in place. Kazuya has finally harnessed the 
power of the Devil Gene. But what has 
happened to the Mishima Zaibatsu? 
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= Armor King, King's mentor Sd foster father, 
| was dead. King swore upon Armor King's grave 
f that he would seek revenge against the man 
| responsible for his mentor's death. - 
The man was serving time in an Arizona ` 
| state penitentiary. With the money he saved 
T from professional wrestling tournaments, King 1 — — — 
| arranged for the murderer's release from prison f 
f and sent him a plane ticket and an article about 
? The King of Iron Fist Tournament 4. 
T With his plans in motion, King headed for 
f the tournament to await his sworn enemy, the 
: p Tudo fighter. | 


STRATE SY 


The Standing Heel Hold (SN Ga), Arm Breaker ($N © °), and Reverse Arm Slam (> S°% or 
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Move Name Command Damage Hit Level 
Atomic Blaster Back towards enemy °% 50 ! 
Blind Kick Back towards enemy <% 5 . و‎ : 
Blind Kick to Neck Breaker When Blind Kick hits °% 15,20 - = Stagger on Counter Hit 
Stomach Smash > > N "ې‎ 6 1 Only if Stomach 
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Suplex de Approach enemy 35 ofp 
Winding Nut => Approach enemy 35 d 


Mega Bomb de € Approach enemy 35 d 
Argentina Backbreaker de Approach from left side 40 e 
Knee Crusher de Approach from right side 42 d 
Cobra Twist de Approach from behind 60 — 
Half Boston Crab መ> Approach from behind 60 — 
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Approach enemy 
Approach enemy 
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Enemy on back, by head 
Enemy on back, by feet 
Enemy on back, by feet 
Enemy on back, by feet 
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Ultimate Punch 
Cross Arm Lock 
Arm Twist 


. Leg Cross Hold 


Stretch Combo 
Figure Four Leg Lock 


Muscle Buster 
Clothesline Press 
Tombstone Piledriver 
Giant Swing 
Tomahawk 

Shoulder Cracker 
Swing Away 

Head Bomber 

Figure Four Leg Lock 
Turn Over 

Wing Tearer 

Half Boston Crab 
Camel Clutch 

Bow & Arrow Stretch Hold 
Throw Away 

Throw Away Feint © 
Throw Away Knockdown 
Throw and Destroy 
Turn Around 

Pile Driver 

Double Arm Face Buster 
Boston Crab ` 
Position Change 1 
Position Change 2 
Position Change 3 
Position Change 4 
Standing Heel Hold 
Indian Death Lock 
King's Bridge 
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Scorpion Death Lock 
Arm Breaker 

Triple Arm Breaker 
Head Jammer 

Struggle Combination 
Chicken Wing Face Lock 
Dragon Sleeper Finish 
Rolling Death Cradle 
Reverse Arm Slam 
Backdrop 
German Suplex 

Power Bomb - 
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Armor King would have been proud to see 
ር (ing victorious as the champion of The King of 
ron Fist Tournament 4. The Mishima Zaibatsu 
leans nothing to King; he donates it to help 
impoverished children of the world. His 
yes are set on another goal—to seek 
٥ E for Marduk's actions. 
. When King arrives at the hospital where 
arduk is being treated, all he feels is the pain 
r flows through his body from the death of 
s mentor. The only thing left for him to do is 
keep the promise he made to Armor King. 
Right as he is about to end Marduk's life, 
: notices a picture of Marduk and his parents. 
: realizes that two wrongs don't make a right 
d walks away. 
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up for a juggle. 
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The Hunting stance (4*) has many 
moves that branch from it, making 
it a useful tool to keep your enemy 
unsure of your next attack. This 
stance is also great for clobbering 
downed enemies. 
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Panda has won the tournament but has no real need 
for a giant empire. Panda decides to give the Mishima 
Corporation to Ling. And being the good little girl she 
is, Ling exposes the wrongdoings of the Mishima 
Corporation and uses its fortune to pay retribution to 
its victims. D 

Once all has been said and done, Panda asks Ling 
to meet with her. After a bit of small talk, Panda 
brings out a picture of her, Ling, and Jin taken some 
time ago. Panda urges Ling to search for Jin. Ling | 
agrees and wants Panda to accompany her, but Panda 
refuses. Ling eventually goes along with Panda's idea 
and leaves, but only after hugging Panda and 
p odaming that they will be best friends forever. 
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Throw Name Command CT Damage Escape 

Bear Hug de Approach enemy 35 d 

Bear's Bite መ Approach enemy 30 ې‎ 

Bear Slam ce Approach from left side 50 e 

Choke Slam de Approach from right side 40 ofp 

Swing Swung de Approach from behind 0 — 

Headbutt >ጫ95 Approach enemy 35 = 

Rock 'n Roll Circus به دې 2 مل مع چ‎ Approach enemy 50 = 

Bear Toss During Hunting © éi Approach enemy 40 = E 

Position Change 1 o Approach enemy — .تت په‎ 
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After defeating Paul and winning The King of Iron 
Fist Tournament, Kuma decides to try his paws at 
corporate management. Why not? He won the 
Mishima Zaibatsu, he might as well run it. But before 
he is handed Heihachi's empire, he must sign a few 
documents to take control of Heihachi's assets. 

After the first paper has the ink print of his paw, 
Kuma realizes that the empire is his and begins to 
dance around. Finally, Kuma has only one more paper 
to sign. But wait—something is different about this 
document. Heihachi's grin is a sure sign that he is up 
to something. As Kuma makes one last spin of joy, he 
slams his paw down and whips the smirk from 
Heihachi's face. There is no fooling this bear. 
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=> Approach enemy 30 
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After Law wins the tournament, he receives the 
Mishima Zaibatsu fortune. With his winnings he is 
able to reopen Marshall China. His passion for 
cooking can finally continue. 

But it's not long before things turn sour. Law 
tries to make sure there are no unhappy customers 
at Marshall China. And after an altercation with a 
few angry punks who think the pepper beef is too 
spicy, Marshall China goes out of business. 

And so Marshall Dojo is born. Who needs 
cooking when you can fight like he does? 
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Marduk's Ready Position (4). From 
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quickly sidestep an enemy. 
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Combo | 

Combo 2 
Annihilator Hammer 
Combo 1 


: Combo 2 


Move Name 


Left Right Combo 

Left Right to Ready Position 
Left Right 10 Power Elbow Comho 
Left Right to Gut Check 
Jab Body Combo 

Fist Hammer 

Spinning Backfist 

Heel Bazooka 

Air Lift Uppercut 

Body Blow 

Gut Kick 

Gut Kick Combo 

Meal Check 

lron Headbutt 

Double Thruster 
lronman Tackle 
Annihilator Hammer 
Crab Leg 

Power Knuckle 

Ready Position 
Double Leg Take Down 
Power Straight 

Low Kick 

Knee Slicer 

Alligator Combo 

Foot Stomp 

Battering Ram 
Catapult Tackle Combo 
Death Bringer 

Elbow Rush 

Bicycle Kick 

Bum Rush 

Spinning Hammer 

Hell Stab 

Tornado Chop 

Cyclone Kick 

Push Away Kick 
Bull-charge 

Shin Breaker 
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| Throw Name (ommand Position 
Knee Breaker de Approach enemy 
Steam Roller ። Approach enemy 
Reverse Body Lift Approach from left side 
Toy Airplane Approach from right side 
Arm Bar Flip de Approach from behind 
Backdrop دم‎ Approach from behind 
Power Bomb d» d Crouching enemy 
Around the World > => of Approach enemy 
Suplex Bomb 22 Approach enemy 
Back Breaker مه © 2 مإ‎ Approach enemy 
Body Slam During Ready Position - Approach enemy 
Northern Lights Suplex db ID ef Approach enemy 
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During Mount $ 


To Mount 

Power Slam 

To Mount 

Mount Punch (Left) 
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To Headbutt =% — 

Mount Punch (Right) During Mount o Mounted 

To Arm Lock =% سے‎ 

Mount Punch (Left Heel Lock) During Mount «^ Mounted 

Mount Punch (Right Heel Lock) During Mount مث‎ Mounted 

Back Mount Punch (Left) During Back Mount «» Back Mount 

To Headbutt =% سے‎ 

Back Mount Punch (Right) During Back Mount — Back Mount 

To Sleeper Choke — 

Back Mount Punch (Left Sleeper Hold) Back Mount 
Back Mount Punch (Right Sleeper Hold) Back Mount 
Trap Approach enemy 
Trap Approach enemy 
Position Change 1 Approach enemy 
Position Change 2 Approach enemy 
Position Change 3 Approach enemy 
Position Change 4 Approach enemy 
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Marduk's win in The King of Iron Fist Tournament is 
not as fulfilling as he had hoped. "Winnin' some 
tournament don't mean nothin'," Marduk mutters as 
he leaves the tournament with an empty feeling. 

Marduk drives around aimlessly, deep in thought. 
When he stops, he finds that he's driven himself to 
the octagon ring that brought him his fame. 
Reminiscent cheers echo through his head as he 
stands in the middle of the Vale Tudo ring. The ring 
is where Marduk belongs, but scandal has taken it 
from him. 

Standing there in the empty arena, the current 
Vale Tudo champ, Jeff Slater, walks by and recognizes 
Marduk. In a very cocky manner, the much smaller Jeff 
Slater challenges the former champion to an unofficial 
match. It is apparent that Marduk merely wants to be 
in peace, as he makes no attempt at conversation. 
However, the persistent Jeff Slater continues to hound 
Marduk about a fight between the new champion and 
the former champion. When Marduk cannot take 
anymore, he politely headbutts the annoying Jeff 
Slater, knocking him out cold. Marduk then tells him 
not to get up. This way, Marduk can step on his chest 
as he exits the arena. 
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Learn Nina's three throw starters: the Backhand Slap 2 “><, the Betrayer ,عت +2 ط‎ and the 
Crab Hold =>. From these starters you can learn to toss an opponent around like a rag doll. 
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IMAL OUTCOME 


After the tournament is over, Nina pursues her target, 
Steve Fox, to his hotel in order to complete her objective. 
While preparing for the hit, Nina receives additional 
information on the target from the Syndicate. 

"Target information: The mother of the target is a 
cryosleep subject at the Mishima Research Laboratory." 

| Steve's car pulls up, and Nina brings him into the 
sights of her sniper rifle. Suddenly, Lei kicks open the 
door and orders her to freeze. She fires her pistol at him 
zo buy her some time while she escapes through the 
window and down the fire escape. While running, she 
bumps into Steve and their eyes lock, freezing them both 
3n place. When Lei tries to shoot Nina, Steve knocks her 
‘to the ground. With a casual thanks she is on the run 
Jain, leaving Steve with only more questions. 
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. $3 During hit ዛፍ 
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SE 
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Oe 
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db ZEN ch cho cho 


تم له اې مب له 


During sidestep << 


During sidestep %5 
. While crouching az 
. While crouching S دد‎ 


While crouching a Ze 


. De During hit - During hit «» 


d» € ce c^ During hit $ 


. While crouching ¥ (I see) © 


. ሯሯፍክጭጭ 


| Move Name 
Left Right Combo 
Jab Roundhouse 
- Quick PK Combo 
Jab Sweep 
Quick PDK Combo 
: Reverse PDK Combo 
Hammer of the Gods 
Shoulder Smash 
Burning Fist 

Sweep Kick 
The Boot 
Shredder 2 
Neutron Bomb 

Flash Elbow 

Bulldozer ` 
Juggernaut | 
Phoenix Bone Breaker 
Double Hop Kick High 
Triple Kick Combo 
Double Hop Kick Low 
Down Strike 

Bone Breaker 
Hammer Punch 
` Hammer Punch to Power Punch 
Hang Over 
Thunder Palm —— 
Phoenix Smasher 
Thruster | 
Shoulder Tackle 
Burning Spear 
Sway 
Rubber Band Attack 
God Hammer Punch 
Sway and Low Kick 
Rapid Fire 
Rapid Fire to Stone Breaker 
Rapid Fire to Phoenix Smasher 
Pump in Pedal 
Turn Thruster 
Jaw Breaker 
Stone Breaker 
Gut Buster 
Demolition Man 


Hammer Punch to Demolition Man | 


Incomplete Somersault - 








Throw Name ul 00 


Shoulder Pop == Approach enemy 
Over the Shoulder መ> Approach enemy 30 
Chest Crusher መሩ Approach enemy 
Dragon Screw Approach from left side 45 
Fall Away Approach from right side 40 
Piggyback Throw de Approach from behind 50 
Attack Reversal ¢ Approach enemy 25 
Foot Launch € € Approach enemy 35 
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Guard Point — - + سس سا‎ — - D Jump Kick ሯጭ 10 
Level ከ ከ ዘ ከ m h h m m | Combo I =o p DD نه وف‎ 4,2,6,7 
Damage 5 1 5) 1 4 5 8 30 Combo? ape dep 4,2,10 
10 Hit Combo 2 ; : وج‎ | Combo 3 mee be D 4,4,1 
-- ፲ Combo 4 => dedo 4,6,6 

m B Thunder Palm While rising <% 
10 34 | Combo! =u 16 
Combo 2 پک پل‎ 4,4,10 


Twist and Shout /: Approach enemy 35 ef a | q 
+ و‎ Use 55 m ight | 1 
Push Away ده چ چ‎ Approach enemy 35 سمل | د‎ and $ to block | ፤ 
Ultimate Tackle Kéi Approach enemy 5 do | left punch; can only block | j 
Arm Breaker =% — 25 — | irst or fourth punch رز‎ a 
Ultimate Punch to Arm Breaker =<% «<>< « — 40 — | EU 
Ultimate Punch = و د‎ e Se سے‎ 25 €» or & 5 UE 1 
Ultimate Punishment php PNG po — 56 - © T postion with enemy | | | 
Position Change 1 % Approach enemy — « | ee 773 | 1 
Position Change 2 o> Approach enemy — ef — — E 1 
Position Change 3 Kb Approach enemy - «o € + Pushes c right ` pM || 
Position Change 4 ፦ተ Approach enemy — ep ከመው ዓመ | 
سس سس ”"تنتتسقيس٘سڈٗسٗسچٰشچ[وّ[‎ -ر-ٹ۲ننضصت٣۱٥ةغطض‎ o مو وټ دو پا‎ oa نہ‎ nines. EREN | 1 
m 0082 SERM uem SS tum | | 
Le [ 
J رس‎ =F T ته که‎ TE هه‎ | | 
10 Hit Comhol éi 8 S : 5 5. ቋሟ 7 BELL سذ سس‎ Damage | | 
| 
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Level h h m 
Damage 5 ] 
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10 Hit Combo 3 i i 
E وعم :مون ا‎ mo 
Level h قا‎ m-m e ue —2 | 4 
Damage 5 8 83 6 30—— —— — 1 
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After becoming the undisputed champion of The 
King of Iron Fist Tournament 4, Paul inherits the 
Mishima Zaibatsu. 

However, he lets the power of his position take 
over his life. While out partying all the time, he lets 
others handle the day-to-day business of the 
company, slowly making his position of owner into 
nothing more than a title. The bold spirit he had as 
a fighter seems to have faded away. 

He realizes what he has become when he sees 
an old poster of himself on the wall of Marshall 
Dojo. It makes him rethink where his fighting spirit 
has gone. | 

Paul regains his fighting passion and rides off | 
into the sunset. 
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—* As a young British boxer enjoying his run as thé world 
middleweight champ, Steve Fox was at the top of his 
፪፻ game. He had everything he wanted, except for one 
07 thing—his past. Adopted as an infant, Steve never knew 
P the identity of his biological parents or the origin of the 
f scar on his arm. 
One day, Steve was ordered to throw a fight by a 
* Mafia group betting high stakes on the match. Steve 
€: refused to cooperate and won the fight, regardless of the 
threats made against him. 

Unfortunately, the Mafia made good on their threats 
and put a price on Steve's head. With the Mafia in hot 
pursuit, Steve fled England for the United States to lead 
the life of a marked man. But no matter where he hid, he 
could not completely shake the Mafia henchmen. 

Steve realized that no matter what he did, the Mafia 
چے۔ اع یں‎ f would eventually catch up and kill him. Not only would no 
3 MS else | one ever know that he was killed, but he would never 

GREEN e learn the truth about his past. Motivated by this 
f. realization, Steve decided to put himself in the limelight 
4 again and enter The King of Iron Fist*‘Tournament 4. 
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| JS TRATE GT 

Steve Fox E the tournament to fight for what little he has left. Quite possibly the quickest fighter 
| - in the tournament, Steve rapidly unleashes punch combos. Although he lacks kick moves, he 
_ compensates with a barrage of stances and evasive maneuvers. Being a pugilism specialist, Steve's 
a | strength lies in close and midrange combat. He is deadly at close range with lethal combos such as the 
) - British Edge Combo (*» 4» «» d») and the Spitfire Combo (During Flicker Stance €» «€» c). 

| What separates Steve from everybody else is his ability to dodge. He can launch speedy attacks 

| | | after ducking, spinning, or weaving away from a strike. The key is to time when your opponent will 

| | - launch a high attack. Quickly execute the dodge and deliver the damage. Practice transitions between 
| | dodges by holding either % or &, then pressing © for Swaying, ® for Ducking Left, & for Ducking 

| |. E and = for Beet 
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Ducking Left (<>) Ducking Right (£) | Ducking (© %°) جوع‎ (Ste) 
Since Steve has few low attacks, most of your opponents will tend to only block high. Keep them 
8 | honest by using the «> combo, which is a quick low-mid attack. Mix in this move to help set up 
| i pror other punch combinations that only hit high or mid. Another essential move is the Sonic Fang 
(<®) because it can turn the tide on any unsuspecting foe. It’s one of Steve's 
faster moves and knocks opponents to the ground. Quickly follow it up with a 
Knee Clipper (“<&) before they realize what's going on. 
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Steve's bombardment of attacks can be intimidating the first time around; however, he can take 
on a more defensive style. He can beat his opponent by taking the poking route. Since many of his 
punches have priority over most other attacks, he can slowly prod his enemy to death. A simple 

SEN mes — — — Double Jab (*» 4») should be more than adequate to 
counterattack your opponent. 

Defensively, Steve is a nightmare to an 
impatient attacker. With his dodge maneuvers, 
spins, and powerful Counter Hits, he decimates 
careless opponents by dodging and countering. Use 
the low parry to Uppercut (Time with enemy punch 
cf) because it 
deflects any mid or 
high punch and follows with a quick uppercut that sends your 
opponent to the floor. | 

Steve Fox is deadly in expert hands. You should exemplify his 
strengths while concealing his weaknesses. Mix up your attacks so 
that your opponents are always on their toes. With this in mind, 
there's nothing stopping you from 3 
being victorious in The King 
of Iron Fist Tournament 4. 
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FIGHTING acaINST steve 


Try to poke low to disrupt his combos. 


Block high. Almost all of Steve's moves hit mid or high. 





Don't try to outbox him; it won't work. Be patient—find j 4 EB. ; 
holes and discover patterns, then make him pay. ES ا‎ | E~ 


Take advantage of the slight delay after blocking his 
combos by unleashin S. 
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Time with enemy punch <>< | 30 
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Í COMMAND. | POSITION DAMAGE ESCAPE COMMAND | DAMAGE - 


[red un _ Approach enemy IL. i EEN While Ducking > While rising d 4»  |18,0,8 Jl 
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cf «d « db dB oed | | 12,15,19,9,6,7 | of st SE IS ا کا او‎ 5 8, 19, 8, 1 
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IR 3-2 Er : 








Move Name Command Damage Hit Level 
Left Right کې به‎ 5,12 hh 
Jab Body Blow مه ف په‎ 5,15 hm 
Double Jab ጻው: 5,3 : hh 
Double Jab Body Blow ef ef >> نه‎ 5,3,15 hhm 
. Double Jab Straight «o د‎ 5,3,10 hhh 
'. Quick Edge Combo 1 pp — 12,15,19 hhm = Juggle 
Quick Edge Combo 2 ceo eo «I» dto 12,15,17 hhL pum 1 
Right Straight Left Hook to Flicker Stance o د‎ 12,15 hh Ends in Flicker Stance | 
| Left Right Left «& fp fp 5,12,15 hhh ^ Ends in Flicker Stance | 
| Left Right Left Flicker Stance « d «» € 5,12,15 hhh | : --- 
| British Edge Combo په ې به‎ ofp 5,12,15,19 hhhm -. Wage ፳፪ 
| British Edge Combo 2 ده‎ fo ef <> ofp 5,12,15,17 11 
| Straight Body Combo do dio 2 hm 
| Bar Brawl د‎ 12,8,12 hhh 
| Right Uppercut Sr 13 m 
| Left Uppercut Sfp 8 m 
1 Uppercut Cross Comho ې به ته‎ 8,12 hm ` Stagger 
| Uppercut Psyche-Out Body Me ofp ofp 8,12 mm za eg 
| Uppercut Psyche-Out Hook $7 « dto «b 8,22 min -Stagger on Counter Hit 
Uppercut Psyche-Out Hook Flicker 35 e£ dfo eb © 8,22 mm Ends in Ficker Stance i 
1 Uppercut Psyche-Out Left Right Combo 59952 8,8,12 mhh | 
| Sonic Fang $9 «fo 10,18 mm 
| Quick Hook d» «p 20 h | 
| Quick Hook to Flicker DOE 20 h — — Ends in Flicker Stance | 
| Wildman Combo | db dto «b dto 15,22 mm 
| EE Wildman Combo 2 ab مې چ مه مې‎ 15,13,15 imh 
| |] Cheapshoi While enemy is down <> «> 12 L " 4» for40 damage ` 
|. E Knee Clipper 04 ofp 7 L eee 
Foot Stomp یح‎ deo 15 L Stagger 
Rocket Launcher >> ep 2 m ን 
Rocket Launcher to Flicker =ኃሙጋጭሩ 2 m Ends in Flicker Stance | 
Beat Down ې پو و‎ 25 m ت7‎ um 
Stun Gun به چ‎ 27 8 
Flicker Stance 2 - — 
Fly Swatter =% 27 M 
British Lancer بېج ے‎ 30 h 
Spitfire Combo ze «b eb d د‎ 12,12,12,27 hhhm 
Tempest Comho = of = ef 12,20 hm 
Power Hook Comho =% b ef 12,20 hh 
Ducking Left ጭ - - 
Right Shoulder Rush d qi 3 m 
Double Stinger deo eco eto 20,23 mm Ends in Biker Stunce ^ 
Left Body to Flicker ده دو‎ € 20 ዘ è = a a qu 
Cobra Weave هته ديه‎ or d 9 ፦ - Last button press can | 
Jackhammer Left =% 22 m he continued infinitely 
Jackhammer Right =% 2 - | M cien fa 
Ducking Right de — سے‎ Him 
Atomic Punch ې ې‎ 27 in Stagger on Counter Hit © 
Left Shoulder Rush መፍ 5 m 
Ducking رت‎ ፦ ፦፦ 
Ducking In 3d سے‎ ፦ 
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o 
deo 
سس ست سے‎ 
«2 
ርን 
ex 
== 
dio 
95 
Keesen 
925 Flips position with enemy 
0 
e-o 
e Pushes enemy back 
O 
ei 
+ 
ፅን Pushes enemy right 
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Pushes enemy left 





the Mishima Zaibatsu Data Room. Steve stumbles upon two clues to his past: he was conceived through 
o be his mother. 
| watching over him. This unknown individual bears a 
ata Room. Steve chases after this mysterious woman 
-toting woman. Just as Steve realizes who it is, Lei 

e reunion. With this new hope, Steve is one step closer in his journey to discover the past. 
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Move Name Command Damage 
Fox Hunt While Ducking °% 23 
Skyscraper While Ducking <& 18 
Punisher While Ducking © & 2 
Gatling Gun While Ducking oo «& ogo ogo ogo go ogo ogo oo o 3,3,3,3,3,3,3,3,3,2 
Swaying ፦ጭ - 
Billy Club =% 30 
Snake Charmer =% 30 
Wildman While rising o9 13,22 
Quick Spin dee == 
Cyclone Punch ce ofp 2 
Cyclone Knee Clip را مي‎ ofp 0 
Cyclone Left (Right) de ^ or سے 4 8ي‎ 
Double Cyclone Punch =% 2 
Double Cyclone Knee Punch =b% 3 

10 مغ هټ بر Hell Fire‏ 

Can Opener د[‎ «to 35 
+00000 


30 
30 


AE جذ‎ 


Position 
Approach enemy 
Approach enemy 
Approach enemy 
Approach enemy 
Approach from behind 
Approach enemy 
Approach from left side 
Approach from right side 
Approach enemy 
Approach enemy 


Approach enemy 
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له چ کے 
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During Flicker Stance << 
Time with enemy punch <=> 
Time with enemy punch <=> دوه‎ 


“0 Approach enemy 
“> Approach enemy 
مل نه‎ Approach enemy 
e$ T Approach enemy 
)0104 Damage 
While Ducking $ 18 
ېه لا مه لا ے‎ 8,7,4 
mue cde 6,3 A 
= fp of & eff ep 9,6,4,8 
—While rising «5» 10,8 
do «c dio 12,15,19 
=f eco dto 9,6 i 
=e 8,7 









Throw Name 
Clinching 
Gut Wrencher 

Brain Pulverizer 
Clinch to Push Away 
Schoolyard Bully 
Armlock Throw 
Choker Slam 

Throw Down 
Spinning Elbow Drop 
Griffin Throw 

Parry 

Parry to Uppercut 
Position Change | 
Position Change 2 
Position Change 3 
Position Change 4 


نل لال ابم 
Name‏ 
Skyscraper‏ 
Combo |‏ 
Comho 2‏ 
Combo 3‏ 
Combo 4‏ 
Quick Edge Combo 1‏ 
Custom Combo |‏ 
Custom Combo 2‏ 


سا١١‏ هاا لات همح 


His investigation leads him to 
in vitro fertilization, and some video footage of a woman who appears t 
the Mafia ambushes him. Fortunately, he has an ange 
e image he saw back at the Mishima Zaibatsu D 
end, out of the shadows emerges the gun 


Shortly thereafter, 
striking resemblance to that sam 
into an alley. When he reaches a dead 
Wulong comes along and breaks up th 















Violet is a majority shareholder and de facto leader of 
| a manufacturer of humanoid robots. Apparently a 
| fighter in his past, he lived a quiet life in a mansion in 
~ the Bahamas. Bored by his carefree lifestyle, Violet 
decided to enter The King of Iron Fist Tournament 4. 
There was another significant reason for his 
entrance into the tournament. Violet believed that 
humanoids could become the ultimate fighting 
weapons. He believed in a utopian world where 
inorganic humanoids would carry out the will of their 
human masters. 
As a step toward this goal, Violet accelerated the 
| development of a prototype humanoid for the 
f tournament. If the prototype could be completed in 
| time, he could use the tournament as an excellent PR 
= tool. Violet's mind was filled with visions of him and 
NE — his prototype dominating The King of Iron Fist 
EE Tournament 4. 
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"i | ` እ" | 
سب‎ ዘ. رم‎ ሓያ 
د‎ - ٥۷٥٧٤۷ ٥٥٥٧ ago, Lee was expelled from the Mishima 

| Zaibatsu when he betrayed Heihachi. For quite some 

p time, thoughts of revenge consumed Lee. But 
recognizing the futility of killing an old man who had 
only a few years left to live, Lee moved to a mansion in 
the Bahamas and led a solitary life. 

One day he discovered a huge sell-off of G 
Corporation stock. Lee's intuition told him that 
something had happened to the company. He was right. 
Lee discovered that the Mishima Zaibatsu raided G 
Corporation and caused significant damage to their 
research facilities. He also learned that the Mishima 
Zaibatsu was searching for something vital to one of 
their experiments. 

Oddly enough, an announcement was made for The | ھت‎ t 
King of Iron Fist Tournament 4 around the same time.  ! Soe 
Lee's fading passion for fighting was rekindled, along | 
with his resentment for the Mishima clan. Lee decided 
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፪ to enter the tournament, taking appropriate measures : 
= to hide his true identity from the Mishima Zaibatsu. S 
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enemy. No one likes a hoot to 
ከ9 face. 
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STRENGTHS 
Fast and stylish 
رج‎ combos 


attacks 


Quick and ea 


Sood low 
atta 


Tua ck ztancez 


Good juggling ability | 
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& Due to a small number of moves, Lee can be predictable. Look for 
him to throw several quick high punches and low kicks. If you 
have a reversal, this is a good chance to show it off. 





© Lure Lee out of his Hitman Stance by 
faking an attack. Lee becomes wide 
open for a counter once he misses. 


& Simply sidestep out of harm's way =F 
if you see Lee bring out his Infinite | 
Kick Chain. | 


& Lee's punching range is limited. Back away 
and catch him with a low attack when he 
comes charging in. This stops him and 
sets you up for a larger-scale attack 
or juggle. 
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last hit for <> for‏ 


1 56 


Called Violet Knuckle 
Combo when playing 
as Violet 


Juggle 


Juggle if connected as a 
Counter Hit, E end 
in Hitman Stante 


CRISI 
Middle Kick when 


uggle 
4» 4^ to cancel 


Violet Cutter 
when playing as Viole? 
Feign the first kick 
by quickly inputting 
Q3 d — d 


Violet Somersault 
when playing as Violet 


Called Violet Screw Right 
when playing as Violet 


Called Violef Screw Left 


when playing as Violet 
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Called Violet Sliding 
when playing as Violet 


continued 
: | 7 , ep 
mid to high 
Can he continued 


infinitely, alternating 
low to mid to high 


Can be continued 
alternating 
to high 


COMPLETE MOVE LITT 


SPECISL ARTS ፡ 
| Move Name Command Hit Level 
Left Right Combo «b d 

left Right Mid Kick - 

Shoalin Spin Kicks | fe of Fe 
Lee Knuckle Combo oH dio 
Rave War Combo 3 d» dede 

laser Edge Kick Combo لله‎ ce cce e o 7,5,5,21 
| Mist Step N سے‎ 
Cossack Kick Combo = 6 10,16 
Stutter Kick =N% 5 
| Silver Whip مي و‎ 
| Silver Heel ed 
Silver Low bp 
Lee Left Middle Kick | Sige 

Bump Kick 82 deo 
Silver Arrow Ae 

Quick Silver Sting ሯጭ 
Silver Sting SE, 

Death Touch 02 «fo 
Silver Cyclone d» de 

Left Splits Kick >ዓጭ 
Lee Cutter | Sek 
Triple Fang Gc € «b dio 
Mist Kick E 

Mist Wolf Combination G^ deo do 
Blazing Kick be he 
Shin to Head Kick d» de N fe 7,20 
Machine Gun Kicks ፍጭ 16,810 
Laser Edge Machine Gun Kicks d» e N e cce cce 7,20,8,10 
Lee Somersault መፍጭ 16,30 
Rear Cross Punch During sidestep < y 
Pirouette Punch During sidestep <= 2 
Lee Screw Right During (left) sidestep << 24 
Lee Screw Left During (right) sidestep << 30 
Silver Tail While crouching & <8 
Fake While crouching ZN 
| Catapult Kick Low While crouching Z7 $° 
Catapult Kick High While crouching 7 $° 
Catapult Drop While crouching 7 << 
Sliding While crouching “<> sf 
Lee Sliding DDN e 
Back Handspring to Hitman LENG - 
Shredder Kick Combo High $ $ N oo Fe Fo 20,15,25 
Shredder Kick Combo Mid DDN Fe $ کد‎ 20,15,15 
Shredder Kick Combo Low D> D> Nop che Û Ge 20,15,15 
Infinite Kick Chain | While rising o 1ة,> -دد دو اديه مل‎ 7,0 
Low Variation = دو بل‎ 0 10,10,10 
High Variation zT44 15,15,10,15 
Acid Rain Kick Combination >ጭጭጭ | 14,8,5 
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Freaker Jab = › ከ 
Scatter Blow = ፡ m 
Scatter Kick ce 21,13 h 
B L 
m 
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Shin Slicer cte 2 
Striker Kick uM ic ee 


Häere 


AEN م‎ 


AREA MATS ET SE ቸም ያ 
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GETT EE EE‏ سط ا 


Doe‏ لرا 
Throw 6 Command LHL Damage Escape | ==.‏ 
Axle Throw de Approach enemy 30 ofp (| Pay ፡‏ 
Forearm Drop መ> Approach enemy 30 fo |‏ 
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40 & EI Stunner when 


Lee Stunner d Approach from right side 38 dr SS وای‎ 
Face Crusher de Approach from behind 45 = EL Time 5 as the 


Lee Harassment de Approach from left side 


ሎች EIERE D er 


Knee Drive $e Approach enemy 28 e — ብ 


Scatter Kick During Hitman Stance <> Approach enemy - 34 Block | سس چ9‎ 
Mist Trap Throw > (When hit or guarded) Approach enemy 38 252 det: ze 
Zonge! a Approach enemy E & وو ا‎ 
። V Approach enemy — e EE senem 
sition Change 3 e Approach enemy = eb — — (Pushes enemy right ) 
Position Change 4 et Approach enemy Los مه‎ L سسسسسو‎ 


WRB VRAD AC 
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J Pushes enemy lett | 
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Guard Point — — — : =>. 

Level n 4à 5 h. hà |.h b -^ m 
Damage 
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mm حرس رح رك زع‎ el 

Name Command . መሙ 
Silver Heel e d 
Combo | =D DN i c 16,6,10 

Combo 2 := 2: ም 24 | | m 
Cossack Kick Combo <> N fo fe 10,16 e e. ۷ 7۰ 
Combo | دت کې مه‎ 424 FIMAL OUTCOME 
Blazing Kick qb 02 de 22 ہے زو وو ې سسھے‎ 

Combo ! =Sidestep right «^ 24 ^ With the fight between Violet and Heihachi over 
Combo 2 = o Ce 424 ^4 and done with, Lee can take off the purple wig and 
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Lee Ee رت فدص‎ adia ርእ ያ Do s dad و اوہ فاص‎ Eat ው 


gu oO 19 737 


e | expose his true self. He also takes the opportunity 
n : to expose his ulterior motive for entering the 
tournament—Combot. As Combot is unveiled, he 
takes a little spill down some steps and crosses a 
few wires. It seems Combot wants to take a hack at 
Lee. Time to dance. 

With the crazy Combot down for the count, Lee 
can relax and enjoy his long-awaited role as CEO of 
the Mishima Zaibatsu. With his new role comes the 
ability to allocate his resources wherever he would 


STARA SATS ROE OYA aE PTT ቴና: ን ا‎ መላዋ "۳١ EE QUERENS eme SÉIS 





لواو ا ae WE DNE aR RES SLOTS REREAD ው‏ وچوس ہوجو ےو سے سج یووہسوجچسوسووہسچ چس کو می بی بیس دوس چس seg‏ 


like. And he does just that, putting money and | | 

manpower into the development of Combot Il. | | 

A young secretary enters Lee's office to alert : 

him that Combot Il is complete. Testing of the : 

newly developed humanoid has resulted in a 50-hit : 

combo that left his sparring partner unable to ነ 

move. It's a good thing Lee chose Heihachi as | j 

Combot's training partner. | d 

SEET SE و‎ [መማ | 

























41 Ling was a junior at Mishima High School. She still 
lived, studied, and trained as a ward of the 
Mishima Zaibatsu. But lacking any particular goals, 
` Ling grew tired of her everyday routines. 
LS However, one day, she received an anonymous 
"f! email that warned her of Heihachi's evil intentions 
| and the danger to her life. Ling replied to the 
ل٢‎ email, but she did not receive any further 

Ze: messages from the anonymous individual. 

Ling's intuition told her that Jin, who had 

f been missing since the last tournament, could 
|| have sent the message. She believed the message 

~ and began to distrust Heihachi and the Mishima 
T? Zaibatsu. 
| Upon hearing the announcement of the next 
4 tournament, Ling made the decision to enter, 
፲፻. hoping to be reunited with Jin and to unveil the 
፪፻ truth behind Heihachi and the Mishima Zaibatsu. 


65 





SORA LARS See 


y 
1 
8 
a 
7 
1 
|g 
a 
1 
Wi 
ን 





|) 
4 
1 
3 
1 
1 
1 
1 
| 
1 
1 
i 


ST Hl AEF E Gr i 
. The speedy schoolgirl returns to investigate Heihachi and his evil plans. Ling Xiaoyu is probably one of 
|. the faster, if not the fastest, characters in Tekken 4. She can easily run circles around her opponents 
_ while dishing out formidable strikes. 
| A versatile move that Ling possesses is the Storming Flower (2). This is a fast attack that 
_ generates space between you and your enemy and has a decent recovery time if blocked. What makes 
. this move fun is that if it connects as a counter-hit, Ling automatically goes into her False Salute taunt. 


Similar to Lei Wulong, Ling has several stances 
to further mesmerize her opponents. The Hypnotist 
stance (@*2) may look cool, but it doesn't have a 
great selection of moves to choose from. The 
Phoenix (<>) and Rain Dance (&4*) are where it's 
at. While in the Phoenix, high and mid attacks are 
easily avoided. You also have a plethora of 
powerful and quick moves at your disposal, like the 
Flower Garden (=<) that unleashes two quick, 
low sweeps. After a couple of those, your weary 
E opponent has to block low, so attack with either the 
- Hower Power (4 &&*) or Phoenix Talon (4*). These are fast mid-level attacks that demolish low- 
-blocking adversaries. 








: : | | ` 


To further annoy your enemies, turn your back on 
them by entering the Rain Dance. Intrigued by Ling's 
features, opponents will lean in for a closer look, so let 
loose the Dark & Stormy (4»*» &), which is her primary 
juggle attack. Follow with a well-timed Fan Dance to 
Pushing Hands (<<) or Bayonet Thruster («do») 
for maximum destruction. E 

On the few occasions that you are on the defensive, | | 
Ling's arsenal of evasive maneuvers will help out d 
tremendously. She can easily get behind her foe by d 
combining sidesteps with a stance change. Try a left sidestep (®), then go into 
=~ the Hypnotist stance (©), then cancel that stance with another left sidestep 
Î (®) to be at your opponent's exposed back. If you decide to sidestep right (4), 
go into the Rain Dance (¢$), then cancel it with another right sidestep (%). For 
quicker dodges, implement the Dive Roll Right (=) to evade right; to avoid  . 
left, use the Spinner (&*). Mix these together, and your opponent will be too 
dizzy to attack. 

— Ling Xiaoyu is more of an. offensive 

Rain Dance à: 4e fighter. With her sheer quickness, 

she can effortlessly pummel her 

opponents to a bloody pulp. 

d Coupled with her evasive acrobatics, Ling Xiaoyu is 
| more dangerous than she is cute. 
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EIGHTING AGAINST 
LING ISAL 


Her small stature greatly reduces her attack 
range. Make sure to keep some distance 
between you : 
NOD ION روو‎ ee شت تت شک‎ 
Be patient and wait for a lapse in her 

offensive barrage 
EE 
Try to put her on the defensive so she 

won't have a chance to attack 
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Ends in Rain Dance 
Juggle 

Ends in Phoenix 
Ends in Phoenix 
Ends in Phoenix 


Ends in Rain Dance 
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S COfTIESL-EE TIR በ ፌኤሬቱ ሥር 
الات ی7 ہے‎ ሥኒምጮ] 1 ጋ 
Move Name Command 0 6 
Bayonet € do 4,1 
Bayonet Thruster به دې ده‎ 4,7,17 
Bayonet McTwist e& 4, of 4,10 
Fan Dance to Reverse Stance o 4,10 
Fan Dance to Pushing Hands “ge > ofp ef 4,10,24 
April Showers cf e 8,10 
May Flowers d M eo 8,10 
Birds Flock = 24 
Spinner de Or له‎ dee سه‎ 
Storming Flower 02 e د‎ 25 
Nutcracker E 0 
Knee Cracker 2 — 
Belly Chop Néi 5 
Belly Chop Backward ك‎ 5 
Butter the Bread se 5 
Cross Lifting Palms $7 df e 8,12 
Cyanide ade ት ` 
Flare Kick to Phoenix سے یمان‎ 
Dragonfly ሯጭ 25 
Dragonfly to Phoenix =) &p بب‎ 
Crescent Moon Kick د هه‎ 24 
Crescent Moon Kick to Phoenix =) & — 
Great Wall Left ج‎ 10 
Great Wall Right € d 0 
Phoenix Twin Kick ed 13,15 
Single Fan dp p 5 
Single Fan Forward ተፍ 5 
Double Fan Forward 4» «to 5,8 
Hydrangea =% 0 
Fortune Cookie =% 2 
Ginger Snap =% — 
Sunset Fan d» e 1,1,1 
Flapping Wings مله‎ 1,1,1 
Street Sweeper Combo ab fe fe 8,18 
Cloud Kick ديه ل‎ 25 
Cartwheel Left D> ef سے‎ 
Dive Roll Right ም — 
Front Layout d. 25 
X Marks the Spot > =p ef af 12,21 
Fortune >> Sep 12,21 
Raccoon Swing >> ټپ‎ 5 
Step Kick > => 6 25 
Swallow Dance =While enemy is guarding œ --- 
Sunflower While rising 5 02 
Sunflower Wake Up Call While rising $= 12 
Jasmine Blossom While rising < Hold 16 
Skyscraper Kick While rising << 14 
Street Sweeper During sidestep £ l6 
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Ends in Ruin 6 
Ends in Rain Dance 


Juggle 


Taunt 


Taunt 


Ends in Rain Dance 
Ends in Rain Dance 


Ends in Phoenix 


Juggle, ends in 
Rain Dance 


Ends in Rain Dance 





Hit Level 
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Hit Level 





10,15 

0 
8,6,6,12 
6,10 


& fe 


06 
22 
6 
6 
5 
15 


25 

20 

10,10,15 
Approach enemy 
Approach enemy 
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Command 

While crouching ځا‎ << 
While crouching a Zéi 
While crouching لا لا‎ 


02 
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While crouching << << «c» c3 


While crouching 3:5 & 
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بال رفت شرح 
Move Name‏ 

Low Back Turn 

Lotus Twist 

Quick Shady Lotus 

Fire Dancer 

Double Map Sweep 
False Salute 

Greetings 


Alle EI II JC 


E Move Name 
| Spin Sticker 
Thunder Strike 


jy را(‎ EI 101 JC 


Move Name 


Falcon's Beak 
Monkey Kick 
Mistrust 

Guard Breaker 
Back Circle Breaker 


Back Circle Breaker Forward 


Spin Tornado Up (Down) 
Spin Tornado 

California Roll 

Cyclone Left 

Peg Leg 

Dark & Stormy 


Rain Dance to High Mid Parry 


Rain Dance to Low Parry 
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COATI Command Damage Hit Level Juggle, ced 
| Wave Crest Quick vi M m See 
|| Wave Crest Power ef l6 m Juggle 
| - Wave Crest Heavy d» «t | 25 m Juggle 
__ Phoenix Talon E 12,8,14 mmm 
| | Left Handful 4 1 m Juggle 
tL Right Handful d n m 
| | Phoenix Double Palm dio «b 12,15 mm 
| _ Flower Garden $ fe fe 7,10 1 
_| Flower Power 4 dod 8,2 mm 
| Knee Stabber ጭ 5 [ 
p | Double Barrel Shotgun #ጭጭ 15,23 mm 
~| | Double Scissor Kick AGP Se 15,25 mm 
|| ከመል A While landing $ .- 8 
=| Jumping Pirouette AN 30 m | 
|| ` Crane Kick ANG 25 m | 
pp Back Kick d 23 m Ends in Rain Dance 
| d Back Kick to Rain Dance de e B |. 00 paran | 
| Firecracker مه مې‎ 5 L ደዘ ኤር | 
| | | Firecracker Roll =% or طف‎ — | 
|. rp Butterfly 4 - = 
T | - Jump ቀ E --- Ends in Rain Dance 
| : | Phoenix to Rain Dance e de — — 
| | Roll Bail 29 m m 
| — FL Forward Roll to Phoenix ویک ث‎ — — Ends in Phoenix 
رک‎ —) rpg ፌርወዕያአህ جرس رح‎ 
| S 10 Hit Combo! 4 
| Guard Point — © — ‹።ሙ-ሙሙ ( : — 
| [691 ዘ ከ ከ ዘ ሸዘ ከ 1 1 m 
E | | Damage 20 4 7 R 0 b 6 10 ዝብ 
| | ፪ 10 Hit Combo 2 
I | | Guard Point — ټ‎ > > ኤ + u . — 
| 1 Level ዘ ከ ከ L| 1 m m | m 
[I 1] | Damage 20 4 7? 6 10 R R 10 16 
| 
| as VS a 
| | Name LLL Damage 
| ዘ During Rain Dance <> 16 
_| Combo I =% & 20 
| Combo 2 =hd heh 3,4,8 
| (9886 3 - تبه مگ‎ 4,3,4,8 
`t Wave Crest Heavy During Phoenix © $ 25 
_| Combo | == دوک‎ 19 
| 008002 =0: 9 20 
| | Combo 3 = 4} ef ofp ef 4,3,4,8 
ر‎ 
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Fr YS 

Ruby Do s Approach enemy 30 do 

Jade መኃ Approach enemy. 30 do ende TIS 

Arm Flip de Approach from left side 45 e Fees 58 

Dump the Bucket de Approach from right side — 38 do enemy's position 

Crank Up fe Approach from behind 50 — 

Reverse Throw B During Rain Dance $ 5% or Approach enemy Varies e or c 5 Damage varies 

Cradle Throw During Phoenix «^ or 2 Approach enemy ^ Varies 5ه‎ 0] depending on enemy's 
Dragon Fall ud مث‎ Approach enemy 30 dio ports 

So Shoe Me چ‎ Approach enemy 5 de Mai he akoni iein 
Dislocator 12 € Approach enemy 35 ې‎ lengths away from opponent 

Back Layout During 8018 د2 ه0006‎ Approach enemy 53 — to he successful, ends in Rain 
High Mid Parry di Approach enemy — — eu p PE 

Rain Dance to High Mid Parry During Rain Dance <> Approach enemy - -፦ 

Rain Dance to Low Parry During Rain Dance © ° Approach enemy سے‎ — Flips position with enemy 
Position Change | % Approach enemy — e Pares see MED 
Position Change 2 ج ديه‎ Approach enemy — 3 | 

Position Change 3 ل دوه‎ Approach enemy — به‎ Pushes enemy right — 
Position Change 4 ፍተ Approach enemy — e اا ہو شی‎ | i 
- ilL. CC! =) FT | 


After a surprise victory over Heihachi to win The 
King of Iron Fists Tournament 4, Ling Xiaoyu 
uncovers the many evil deeds that Heihachi and the 
Mishima Zaibatsu were responsible for. 

Six months later, Ling Xiaoyu's old classmate ::.. ጸሎሎ D 
Miharu Hirano comes to visit her. As they chat and E m ا‎ f E of " 
catch up on old times, Ling discovers that Miharu | ME 25 را‎ E 
has failed all of her college entrance exams. Seeing assisted in raiding G Corporation” E E AAR E 
that she's down on her luck, Ling asks Miharu to E, | 
come work with her. She also tells Miharu that she 
has decided to make her dreams come true. 
Surprised that her friend has suddenly changed, 
Miharu asks Ling where this newfound inspiration 
has come from. 

It just so happens that Ling Xiaoyu saw Jin after 
the tournament. He told her that to make her 
dreams come true, she should make it happen for ን. ; 1 Ep Vot ጻ«ቭ፡ "e : 
herself. Together, Ling and Miharu begin to work on NI feat Ee Ec. X. ችክ i 
building a massive amusement park. | E NULL DC SUE m 














As the leader of the Manji Party, Yoshimitsu 
dedicated himself to providing food, medical 
assistance, and shelter to the ever-increasing 
number of political refugees around the world. 
Unfortunately, with a constant lack of necessary 
funding and manpower, Yoshimitsu was unsure 
about the future of his organization. 

When Yoshimitsu heard about The King of 
Iron Fist Tournament 4, he envisioned a union 
between the Manji Party and the Mishima 
Zaibatsu. With this dream in his mind, Yoshimitsu 
decided to enter the tournament immediately. He 
must defeat Heihachi Mishima at any cost. 
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_| One of the oddest-looking characters from Tekken is back again and ready to inflict some serious damage. An 

. | of course no self-respecting ninja would be caught in a fight without a trusty sword. Yoshimitsu's sword plays 

| | a large part in his fighting style. He can be a complicated character to learn and master with his swordplay ane 
_| different stances. But once you become familiar with his style, you'll be able to punish any opponent who tries 
_| to challenge your authority. d 


3 Yoshimitsu is the only fighter in the tournament able to use a weapon. And with his sword comes a lot of 
| unblockable moves. The Quick Slash (<)>) is a fast slashing attack that can hit from a little distance away. But 
__ if your opponents try to back away, add N% to the end of it to make a Death Slash (% Ne) so you can skip 
_| after them and increase the power of your attack. To really do a lot of damage, try Yoshimitsu's Sword Stab 

_ | (¢€#), which has him stabbing across the screen at his enemy. But if your opponents get wise to this 
_ powerful attack and try to rush in, switch to the Sword Poke Windmill (4-€«»N«»). When they get to you they'l 
. | meet the spinning blades and hit the floor in pain. These unblockable attacks work best when your opponent. 
_| tries to go on the defensive—either blocking or backing away. Yoshimitsu's sword can cut through any block 
| and punish anyone trying to fight you. Just don't overuse your unblockable attacks, or your opponents will - 


۱ . learn how to deal with them and you. 


SE Yoshimitsu has some great 
t t spin attacks that are perfect for 
_| inflicting damage and keeping ` 
_ your opponents on their toes. For 
~- aspin attack that hits high, try his Œ 
|| 588 ህ Silly (G&S). Use 1 
| his Stone Fists (€ $ poo) for 
= One that hits medium, and use 
. ፻ one that strikes low. Mix up your Manji Spin Low Kicks (e & 
ii Spin attacks so your enemy cant | (them from getting to their feet again. — ——— — — — — — ^  — رر‎ 
| F : block them. After you connect ېپ‎ MEM C CC کيل‎ s GIN VASE IUNII VENE መ EE ፡ ጋ 
__| | with a few of these hits in a sequence, follow with a different punch or kick attack to finish the move. If you 
_ | continue to use the spin attack, you eventually get dizzy and fall to the ground. That's a dangerous place to 












l be, so stop before you get to that point. 
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or you'll only damage yourself. i 
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When playing as Yoshimitsu, learn all of his stances and the moves that can come from them. This will 
provide you with a number of options to confuse your opponents. The Meditation (ፍ) and Indian Stance 
(¥$) are both great stances from which you can launch a variety of attacks, and both have the added 
bonus of having moves that can replenish health. Poison Wind (24») can be used to launch multiple 
confusing attacks at your foe. The Flea (*», 4 to cancel) is one of the strangest stances from which you can 
launch attacks, and it also has the added bonus of really confusing your opponent. It might take a little 
time to master each stance, but once you do, use them to confuse and smash the competition. 


Yoshimitsu has a : 
number of moves that help 
him travel in unexpected 
ways around the stage. 
These strange movements 
are great in setting up 
different attacks. Take to 
the air and fly over your 
opponents' heads with 
Death Copter 0 where 
you can crash down on 


5 “ae መ می‎ ተመር ብ፡፤ ብ. 
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(Tet) eme ] 


ca-  . ۱ بي‎ i 
|| Meditation (°) | Indian Stance (4 <r) 
them with an unblockable رھ‎ a 0070-7 x | 
attack. If your enemy is a good distance away, get into Indian Stance (4 &) and use an Indian Stance 
Cannon (4) to leap across the screen and pop your opponent into the air. Try Reverse Cartwheel Shark 
Attack (29 4*4») to get across the screen in a hurry while inflicting some damage in the process. To stay 
low and keep out of trouble, get into Indian Levitation (During Indian Stance ®). From this position you 

can quickly slide around the area to either get into the action or'escape it. 
peius duse c ——— سس‎ Yoshimitsu might be an 

- ; excellent fighter with his 
sword, but he also has the 
tendency to hurt himself with 
it as well. If you're going to do 
a move that damages your 
health, make sure it also 
damages your enemy. Suicide 
E aum d. ج‎ ር : : (52) doesn't feel very good 
a ud ١ Sa ደፍ ፍቸ መመመ when the sword slices through 
| Poi your belly, but if opponents 
= are close, you'll also stab 
. them. This is an excellent 

` attack to use if your enemy is 
close to death. If you try the 
Harakiri (<<), make sure your 
opponent is close behind you 


Tack on Harakiri to Manji 
Blood Dance (During Harakiri 
d ¢$) to spin around with 
i ROSSI تہ بای ا‎ A - ههه‎ ULIIGNG CERES — SE — 2-7 RES 227 SEO نکل مول هجو ګج‎ — ቁ —À m the sword sticking through 
| Take to the skies with Death Copter (72%) and rain damage down on the poor fool you're fighting. ` you and slice your foe. It's not 
Se GEES 
these self-damaging moves, but they are a perfect way to finish off the competition. 

Yoshimitsu is a strange and unique fighter. Who else would bring a sword to the tournament? Not 


ML. e 
Se, (b ۱ ہش‎ — 
ss و سا‎ Bp PET mii ። AE metal 


a d ፍ E 


only does he look strange, but his movement and fighting style are also unusual. This works both ways for [ | 


Yoshimitsu. On one hand, opponents will be so 
in awe of his unusual style that they will be 
easy prey. On the other hand, being so unusual 
makes him more difficult to learn to control. 
But once his moves and his style are mastered, 





Complex character 
to learn 


unblockable mouez 


0 : | Unusual fighting E 
no 0007 will be able to hide for long. 2 ziule that can | Some moves leave him 
; confuze opponents و‎ defenseless 
; Lots of power ful mowes | | Slow on execution 


Great movement 3 | lez ai ak 
and range Si EE 
















= FIGHTING —— YvOSHIMITSU 
P i : 4 Yoshimitsu has an unusual fighting style, with a lot of 
different moves and stances to choose from. Learn his 


moves so you get a better idea of what to expect from 
him and how you can deal with it. X 


Watch out for his many ከ moves. If you don' 't attack 


him before he gets one off you'll suffer the consequences. 
ې‎ 


Some of his moves leave him sprawled out helpless on the i ground. | 
If this happens, take advantage of the situation and pounce. > NS - , 
AJ 






Yoshimitsu is great at moving around the fighting area. He can 
leap at you, fly above your head, or even appear behind you. 

Learn his movements and what he can do from them so he 
doesn't catch you off guard. 

















Yoshimitsu can be a little slow on some of his moves. 
This is an excellent time to strike and keep him from 
hurting you. 
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Door Knocker to Back Knuckle Slap U Crazy © %8 
| Wood Cutter 


. Moonsault Slayer 
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Move ጨ 

Flash Attack 

Flash Punch Low Kick 
Lig Zag 


EE Oni Kick Combo 


Ballerina Kick to Kangaroo Kick 
Triple Roundhouse Combo 
Basic Uppercut 

Kangaroo Kick 

Bad Stomach 

Poison Breath 

Cyclone Lift 

Avoiding the Puddle 

Rising Knee 

Manji Backfist 1 

Manji Backfist 2 

Backfist to Stone Fist 

Door Knocker 

Door Knocker to Back Knuckle 


Inner Palm 

Shrine 

Whirlwind 

Indian Stance Healing 

Sword Smash 

Fubuki 

Reverse Cartwheel 

Reverse Cartwheel Shark Attack 
Solar Kick 

Solar Kick Shark Attack 

Slap U Silly 

Slap U Silly to Side Spin 
Stone Fists 

Manji Spin Low Kicks 

Manji Spin Low Kicks Front Kick 
Spinning Evade 

Death Copter 

Death Copier Slice 

Death Copter Trick 

Sword Stab 

Face Splitter 

Sword Poke Windmill 

Soul Stealer 

Harakiri 

Harakiri to Manji Blood Dance 
Suicide 

Confusion 

Double Suicide 

Quick Slash 

Death Slash 
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£e and press °% or 
eg Press t2 do df dto dër 
to continue striking 
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fists; gets dizzy || 
after last spin | | 


Hold 4» to quickly - 
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Move Name 
Sweep Kick 
Knee Cap 
Samurai Cutter 
Spirit Shield 
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Meditation Healing 

Back Handspring 

Meditation Harakiri 
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FINAL OUTCOME 


When word of Yoshimitsu's victory reached the 
Manji clan, they were ecstatic. Now all their dreams 
can come true. But Yoshimitsu knows better than to 
trust Heihachi Mishima, so he gives an order to his 
clan members and heads to the Mishima Manor. 

When he finally meets Heihachi, all his worries 
come true. The eldest Mishima never had any 
intentions of handing over Mishima Zaibatsu to the 
Manji Party. He claims they are nothing but con 
artists, and guns are pulled. 

Luckily, Yoshimitsu had expected nothing less 
from the old man and had his clan break into the 
vault. When Heihachi learns of this trick, bullets fly, 
but Yoshimitsu is able to leap through the window 
| In the ceiling. Today the victory goes to the 
| Manji Party. 
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